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THE GREATEST 
PLAYOFFS IN 
NBA HISTORY 


Its showtime. Bulls vs. Lakers & the NBA’ Playoffs" 
The new updated version of the game awarded 
“Genesis Sports Game of the Year” 
GENESIS by Game Player's. 

Bulls vs. Lakers raises pro basketball to new 
heights. With twice as many teams: all 16 of the 
1991 NBA playoff contenders plus both All-Star 
squads. More signature moves and mare tasty 
GOES & nan a donut shop. Better defensive contro! 
Ae BT arora 5 and shot blocking. 
SEES Pe DEEL Eee S g Even the exclusive 

meee FA SPORITS« 
— “ E ‘I’ Meter’ to help 
¥  yousink those 
cnitical free throws. 

And, of course, 
you get to play 
- with the best guys ever to lace 

mmm =U a pair of hightops. High altitude acrobats 
Use the EA SPORTS “T’Meter tocontrolthe — [ike Jordan, Drexler Kemp, and Malone. Dead-eye 


power and accuracy of free throws. Sink 
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your shots or sink your team, shooters like Bird and Mullin. Rebounding monsters like 
a and Hakeem. 
oEN 5, CHICAGO : 


S| QuULLs 
LQ — 
TRR\O a 


MILWAUKEE 
BUCKS . 


SEAT TLE 
SUPERSONICS 


You get the entire cast that staged the most electrifying playoffs A) 
In NBA history. po 

Start with all sixteen teams. From there, the action only gets 
_more intense. Establish your 
| inside game. Hit a few treys. Play 
tenacious “D’ With the nght 
moves and a little luck, you just might 
Ss advance to the championships. 
; 1 As youd expect, EA SPORTS covers every 
Re. .% Sail _ bounce of the ball. Captuntng every bnick that 
hi ae clangs off the nm, every squeal of $159 
ie Tt} sneakers on hardwood. 

» [he expanded coverage includes 

— =e instant replays of everything that happens 

a ee Or ne Coun, limery slats. scores rom otner 
games. s Highlight. Even the EA SPORTS pre-game and half-time show. 
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| Hakeem, Ae 


See Jordan always 
signs his biggest rocket, defense flat- 
signature with will increase footed with 
a flourish: his patented Air Reverse. your frequent flyer mileage. are ways unstoppable UTEP 2-step. 
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| When Bird Talk about 


| Play with 


Sir Charles ao | takes to @ power 
and hang = accu ge the sky, you forward. 
around with basketball royalty. ee — wea good for three. Nobody muscles inside like Malone. 


Jump at this chance to Join basketballs elite. 

Visit your local Electronic Arts dealer or order 

by phone any time: (800) 245-4525. SPORTS. 
And play with the champions of the NBA. 


ELECTRONIC ARTS 


EA SPORTS, Bulls vs. Lakers and the NBA® Playoffs, and “T’ Meter are trademarks of Electronic Arts. Licensed by Sega oe Ltd. for play on Sega Genesis system. Sega and Genesis 


trademarks of Sega Enterprises Ltd. The individual NBA Team insignias depicted are trademarks which are exclusive property of the respective teams and may Tis be reproduced without he — en (« +900 598-4 Hin - 
consent of NBA Properties, Inc. NBA is a registered trademark of NBA Properties, Inc. 95 cents for the first minute, 75 cents, each minute thereafter. Be sure to get your parents permission to use & CTRow urs W 
the Hotline if you're under 18 years of age. Messages subject to change without notice re ARTS We 
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CIRCLE #101 ON READER SERVICE CARD. 


inl Fly! Soot! 


Get Tengen’s great hits for your : : iT | : your hands sweat and your heart 
Genesis” and you'lldo more than 7q . j ~~ pound as you fly the Army’s most 
play. Everything's so real, you'll -advanced attack helicopter on 
live the action and excitement! angerous combat missions! 


ire away in RAMPART” an 

xplosive game of superb strategy, 

: graphics and 
action, as you 
seek to conquer 
the Middle Ages! 


Ride your bike 
with twice the 
> Division cE fun and laughter 
SOON : when you wreak 
: : mischief as 
PAPERBOY’ 2! 


RBI"4 has such awesome anima- 
tion, graphics, sound and realistic 
play, you'll experience every crack 
of the bat, every roar of the crowd 
as you play in the big league! 


In STEEL TALONS) feel your 
Stomach drop, 


mAb 


ee tthe battle! 
Advanced combat flight 
simulator with 360° 


polygon graphics. Buy the full line of Tengen hits at Toys“R” Us, 


Kay-Bee Toys, Target, Babbage’s, Electronics 
Boutique, Software Etc. and other fine retailers! 


Or call 1-800-225 ENGEN to order. 


VIDEO GAMES 


PAPERBOY: TM and ©1984 Atari Games Corp. Licensed to Tengen, Inc. 
©1991 Tengen, Inc. All rights reserved. RBI: TM and ©1987 Atari Games 
Corp.; licensed to Tengen, Inc. ©1991 Tengen, Inc. All rights reserved. 
RAMPART, STEEL TALONS: TM Atari Games Corp.; licensed to Tengen, 

_ inc. ©1992 Tengen, Inc. All rights reserved. Sega, Genesis and Game 
Gear are trademarks of Sega Enterprises, Ltd. 
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All-new graphics | 
with action on both Born Al 


sides of the street! FA SEGA ; 


Coming Jan. '93! | a i a? Sagi 
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A MATTER OF CHAOS = 
A PLAYER’S GUIDE TO =s 
DUNGEON MASTER, PART I : = _ = : 
by Clayton Walnum | = é = ws a= 
Enter the ancient labyrinth and help Clay Cara = 
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MUCH ADO ABOUT $a : 
3DO0O: THE REAL STORY — 
by Andy Eddy _ 
The future of interactive electronic = = 
entertainment is here! Take a look at ‘= - = . 
SMSG’s new system, which has set Silicon : \. a sosoomm ) ee 
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2 After a long, bitter deliberation, the © os ) 
verdict is in. Sample some of last year’s _ Adventures Cartoon ag or esiop anc a 
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rrom the i 


Zoe smeraenee 


face Vour-_ 
selves for a 
ee wild 1993, because we'll be 
knee-deep in it in no time. 

Vihat is this “it’ im talking 
about? Well, first off is the news that 
the mystical 3DO (formerly known as 
SMSG) will have its premier efforts 
publicly available later this year 
(read the 3DO story, beginning on 


_ page 44). There’s no doubt that this 


Panasonic-labeled release will have 
a sizable impact on gamers (in addi- 
tion to other applications 
later); and the 3DO technol- 
ogy could change the way 
we live our lives, if its cre- 
ators have their way. 

However, based on 
press releases and rumor 
(though both may prove untrue as 
time, development efforts and the 
economy take their toll), we under- 
stand that there may be other 1993 
releases. For example, Atari is said 
to have its Jaguar ready for public 
consumption by fall 1993, with the 
unveiling set for the Summer Con- 
sumer Electronics Show in June. 
Both Atari and 3DO, if the products 
appear as promised, will show the 
beneficial effects of a RISC (Reduced 
Instruction Set Chip) processor on 
electronic games. 

Of course, we can’t forget the 
rumoers-of-oonys. Playstatian,: 
which is reportedly a CD-based con- 
sole with SNES-cartridge compatibil- 
ity. Keep in mind, these are stories 
and specifications with their founda- 
tions firmly planted in the grapevine, 
and they may never actually turn up 
in your local game store. 


So what’s a game 
player to do? There 
are sO many choices now, and more 


on the horizon. My personal view Gr 


the situation is to enjoy what you 
have now. If you haven't already 


jumped in, and have the money 
ready to burn, you can pick up an. 


SNES or Genesis—comparable sys- 


tems, regardless of what many peo- 
ple say—for little cash, and get a lot | 


of enjoyment out of it. Our awards 
feature has a good selection of soft- 
ware to keep you occupied. 


IBM PC is a venerable 
choice, and Mac owners 
are getting more game- 
ware month after month. 

The key, from my chair, is not to 
bother waiting for the “next great” 
hardware, because there'll a/ways be 
improved hardware in the works. 
You could wait forever with that 
strategy. Enjoy what’s available now, 
and put some bucks away for that 
“next great.” Remember, the video-. 
game industry is only about 20 years 
old, and in that time we've seen a 
bevy of hardware releases. Given 
the news we're hearing, there will be 
a batch more in short order—and 
more on their heels, to be sure. 

In the meantime, keep checking 
out VG&CE each month for the hon- 
est, no-hype news of what’s new and 
what's around the corner. We wel- 
come your letters to tell us how you 
think we’re doing. And, as always, 
thanks for reading VG&CE. 


—Andy Eddy, Executive Editor 
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as a viable alternative. The 
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>> RELENTLESS PULSE- 
POUNDING ACTION OF 
#1 ARCADE SMASH... 
WITH OR WITHOUT 
THE SEGA MENACER! 


Ton one: 
VOOZOGC0 oY t.. 
ab a 


gah elite 
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sh 


Mae $,: 


TERMINATOR, T2, ENDOSKELETON and Depiction of FNDOSKELETON are trademarks of Caroico 
Pictures Inc. (U.S. and Canada); Carolco International N.V. (A!: Other Golintries) and used by Arena 
Entertainment under authorization, Suiblicensed by Midway Manufacturing Company from Acclaim 
Entertainment, Inc.© 1991 Midway Manufacturing Company. Nintendo®, Game Boy® and the official 

Seals are trademarks of Nintendo of America Inc. Sega and Genesis are trademarks of Sega 

Enterprises Ltd. Arena Entertainment™ is a trademark of Arena Entertainment © 1992 Arena 

Entertainment. All nghts reserved. LIN® and The Arcade Game™ are trademarks of LUN, Ltd. 

© 1992 LJN. Ltd. Ail rights reserved. ' r 


ALSO AVAILABLE 
ON GAME BOY’ 


ENTERTAINMENTS” 


CIRCLE #103 ON READER SERVICE CARD. 


= 


é 
¥ 
% 


wt 


aa 


YOU’VE DARED TO CROSS THE 
LINE. YOU’RE STARING DOWN 
<4 THE RACKET OF ANDRE AGASSI. 
| HE SERVES. DEADLY TOPSPIN. 
-.. “AHEARTBEAT. YOU DRIVE HIM 
— DEEP WITH A BACKHAND. HE 
DIVES. YES! A PERFECT DROP- 
SHOT. OR IS IT? 


a i ANDRE AGASSI TENNIS FOR 

| 2 ? “ai GA GENESIS. THE MOST 

, 2 ICALLY CONCEIVED 

fE EVER. PLAY 

(OU CAN’T BEAT 
‘E ON ONE 


nie 


AMERICAN INDOOR. A SPECIAL 


TENNIS ANNOUNCER WILL MAKE _ 
SURE YOU—AND EVERYONE cee 
ELSE—KNOWS THE SCORE. =i 


ARE YOU READY? 


TECMAGIXK 
|, 


The tournament purse 

doubles with every stroke 
in a heart-stopping fn 
“skins” match. wa 7 ae a 


SEGA. 


GENESIS 


TeStT CA WT RATIO SG &u 


This game is produced under license from Andre Agassi. Sega and Genesis 
are trademarks of Sega Enterprises Ltd. ©1992 Lance Investments Ltd. 
TecMagik is a trademark of TecMagik Inc. All rights reserved. 
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OH SAY, CAN YOU RPG? 

As a gamer in my 30s, | have got- 
ten into RPGs, as opposed to hack- 
‘n-slash games or shooters. Howev- 
er, aS a Genesis gamer, | have run 
into an irritating pattern. Just as 
you're given a clue and turn to 
begin your quest, an “animated” 
adversary appears and wastes an 
average of 60 seconds of your time 
flicking its wrist or tongue or leg at 
you. Now that’s excitement! 

And, as if you loved it so much 
the first time, those generous pro- 
grammers have arranged for you to 
fight equally creative foes just about 
every eight seconds. How’s that for 
getting your money’s worth...NOT! 

I'm not opposed to obstacles dur- 
ing my quest, so long as the pro- 
grammers are using some of those 
precious bytes to breathe some life 
into the battle (Sword of Vermilion 
is a good example), but after awhile, 
the repetitive, cardboard cutout 
creatures are simply annoying. If 
| wanted a good fight, I’d buy an 
action game. Instead of trying 
to play both sides of the fence, 
the folks at Sega should estab- 
lish what kind of game they intend 
_ to create, concentrate on the ele- 
ments that distinguish that type of 
game from others and just “do one 
_ thing and do it well!” Take, for 

example, the Solstice series (Sol- 
stice by CSG Imagesoft on the NES, 
followed by Sony Imagesoft’s 


_ Equinox on the SNES), which focus- 
7 6s on problem solving instead of hit 
|. points. / 

‘Trying to cater to both. camps, | 
a Sega generally ends up annoying — 
 quest- game fans with constant 

stops and starts, while losing the : 
interest of the Street Fighter crowd 
V ql There are plenty / 


with lifeless. battles. 
ction-game carts and discs out 
FEBRUARY Aass 


there already, so how about giving 
us something more for our money 
than a headache? An “adventure” 
might be nice! 


—John Bice 
Long Beach, California 


You bring up a good point, John. 
It’s possible that many of the game- 
producing companies (whose roots 
are based in Japan) are building a 
lot of their game designs on the 
RPG “formula” you noted. RPGs are 
currently the most popular genre in 
Japan, but it’s important to consider 
that it may not be what most Ameri- 
cans are into. Unfortunately, compa- 
nies see a popular game and play 
follow the leader. The Street Fighter 
Il wave is already resulting in a glut 
of fighting games to be realized 
in the next year or so. 

What do you do? The best 
thing is to write to game com- 
panies directly—though many 

of them will see your letter in 
VG&CE! Keep in mind that Sega is 
taking much of its development into 
the U.S., which will hopefully result 
in games you like to play. Sonic 2 
was created in the U.S., and Sega 
has spent a lot of money on its 

“multimedia studio” for the devel- 
opment of future products, mainly 
CD-based games. _ 


| read a letter ocean’ in yourO & © 


A column. from reader David Lee, a 
boy whose father would not help 


| him Doe a Super NES because there 
oC ViDEoGames & Computer ENTERTAINMENT : 


is no converter available to play his 
old NES games on the SNES. It 
made me feel a little sorry for the 
boy and a little irritated with his 
father for a couple of reasons. 

For one thing, when one begins 
to play games on the SNES, from 
the pack-in Super Mario World 
game to the incredible Street Fight- 
er Il, one realizes its marked 
improvement in every area: great 
stereo sound, scaling and rotation, 
etc. Once you begin playing the new 
unit, it’s awfully hard to go back to 
the old. But, hey, if you want to, you 
can. The two systems can easily be 
connected in tandem, allowing 
either to be played with a flick of the 
chosen system’s power switch. | 
think it's foolish to deprive your- 
self—or your child—of the chance to 
experience great new games just 
because there’s no converter avail- 
able. How many people out there 
buy a Genesis system and then get 
the converter so that they can play 
older, outdated and outclassed Mas- 
ter System games? 

| purchased my SNES the night 
before the day of its supposed 
release, and there were only three 
games available at that time: Super 
Mario World, F-Zero and Pilotwings. 
After experiencing the colors, the 
sound, the scaling and rotation, etc., | 
had to show my friends and younger 
brothers. Once my brothers played 
those games, of course they wanted 
an SNES too, but, at $199 a pop, they 
needed Mom and Dad's help. Mom 
and Dad, however, had a response 
similar to David Lee’s father: If they 


Letters to be considered for publication 
should be addressed to: Reader Mail, VG&CE, 
9171 Wilshire Blivd., Suite 300, Beverly Hills, 


CA 90210. Letters may be edited for style, 
clarity and space considerations. We regret : 
: vain we cannot respond to all mail received. 
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(See ool) |S a 
MACHO MAN ULTIMAT of 
RANDY SAVAGE’S™ WARRIOR’S® FLYING wy 


CLOTHESLINE - 


iy ; %, aS ey 
f? it j 3 «. , 
IN AND OUT OF THE | ae a 
RING ACTION! = a aie aes 


WWF: * WWF: WRESTLEMANIA 
SUPER WRESTLEMANIA“ STEEL CAGE CHALLENGE™ SUPERSTARS 2” 


WWF? wrestling action is better than ever! Steel Cage Challenge™ for NES™ lets you feel every bone- 
crunching powerslam and clothesline! WWF ° Superstars” 2 packs Tag Team action into your Game Boy © for 
the first time ever! WWEF*° Super WrestleMania™ energizes your 
Super NES™ with spectacular graphics and pounds Genesis™ 
with each wrestler’s own specialty move! 

Step into the ring with these WWF° Superstars”. if you dare! 


“WWF, World Wrestling Federation and Ultimate Warrior’ are registered trademarks of TitanSports, Inc. Hulk Hogan™ , Hulkamania™ and Hulkster™ are trademarks of Marvel Entertainment Group, Inc., licensed exclusively to TitanSports, Inc. All 
other distinctive character names, titles, logos and likenesses used herein are trademarks of TitanSports, Inc. © 1992 All Rights Reserved. Nintendo’, Nintendo Entertainment System, Super Nintendo Entertainment System’, Game Boy”, 

Link™ and the official seals are trademarks of Nintendo of America Inc. All Rights Reserved. Sega and Genesis are trademarks of Sega Enterprises Ltd. Flying Edge™ is a trademark of Acclaim Entertainment, Inc. © 1992 Acclaim Entertainment, Inc. 
All Rights Reserved. LJN” is a registered trademark of LUN, Ltd. © 1992.LJN, Ltd: All Rights Reserved. Game screens shown are taken from Genesis format. 
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can't play the old games on it, 
they're not going to buy it. Maybe 
it’s because they don’t want to 
accept the fact that their old 
machine is headed toward obso- 
lescence, or maybe they feel taken 
that they've spent the money on the 
old system and now they spend 
more money on some new one. Will 
it ever end? Well, it probably won't, 
but no one really knows for sure. 
Accept the fact that once every three, 
four, five or six years (or more), there 
may be some new console or periph- 
eral to soend money on; or forget 
video games altogether and start a 
coin collection or something. 
Incidentally, my folks have since 
given in and purchased an SNES, 
and Mom is now a hardened Zelda 
fanatic. | never let her forget who 
convinced her to give in and buy it. 
—Enrico Reynolds 
Seattle, Washington 


PS: Keep up the great work. Yours 
is the only video-game mag I’m not 
embarrassed to have on the coffee 
table. When someone picks it up, | 
know they’re reading a well-written, 
intelligent magazine, not some kid- 
die mag. 


Good analysis, Enrico. There are a 
lot of people, however, who would 
like to continue playing their NES 
games without hooking up two sepa- 
rate systems. Granted, it’s a step 
backward, yes—like trying to enjoy a 
black-and-white TV after watching a 
color one—but it would have been 
nice for Nintendo to offer that option, 
as Sega did with the Genesis. 

_.. And thanks for the compliments on 
_VG&CE. We’re pretty proud of it, too! 


ED, RIGHT OR ROM 
Your readers’ letters and Andy 


Eddy’s editorial in your November 
issue were quite interesting, to say 


the least. First of all, on the Nintendo 
_ 32-bit CD-ROM system, | must admit 
_ it surprised me. It sounds to me like 
Nintendo was not ready to launch in 
_.. January as it promised. | sincerely 
doubt that 32-bit technology will 
now be introduced by Nintendo at 
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the quoted price of $199, which it 
announced to try to soften Sega’s 
CD announcement. I’m all for 
new technology, but at what 
price and what hype? 

This Nintendo announcement 
reminded me of the Consumer Elec- 
tronics Show a couple of years ago 
when Nintendo had Mario try to 
explain why America was not ready 
for and did not want 16-bit gaming. 
Number-crunching aside, it’s how 
much fun the games are, and how 
popular and broken-in the system is, 
that should really matter. I’m not 
sure if | can afford to buy the Sega 
CD-ROM, but | was one of the first 
ones to jump on the Genesis band- 
wagon years ago. Jumping on the 
CD-ROM bandwagon is a bit riskier. 
Nintendo’s Super NES does have a 
slight technological advantage over 
the basic Genesis, while the Sega 
CD-ROM negates most of those 
advantages. And, as with the Gene- 
sis, Sega has beaten Nintendo to the 
punch with CD-ROM. 

Chris Anderson's letter about his 
Game Gear also got me thinking. 
Many of us who have Game Gears 
also have the Genesis console and 
the Master System adapters for both 
the Game Gear and the Genesis. 
Now, remember how excited every- 
one got when they were able to play 
Master System games on the Game 
Gear? And how does that adapter 
work? By simply changing the pin 
configurations so they match. Why 
can't Sega or some other company 
just make an adapter to reverse that 
pin configuration? Game Gear own- 
ers could play Game Gear games on 
a television set through their Master 
System or through their Master Sys- 
tem adapter on the Genesis! Since 
new Master System games are few 
and far between, this is an added 
bonus. And it would inspire more 
purchases of both Game Gears and 
Master System adapters for the 
Genesis! Now if only Sega would 
hire me. 

—Jeff Silva 
Olympia, Washington 


PS: Do you know anything about 
a third-party portable system that is 


supposed to have adapters to let it 


play NES, Super NES and Genesis 
games on It? 


Sega CD is here, and selling off 
the shelves. Turn to local Sega CD 
owners to help you with your buy- 
ing decision. At press time, Ninten- 
do hasn't announced a firm date of 
release (or price) for the SNES CD- 
ROM. We've also spoken to some 
developers, and none of them have 
received development systems or 
even specs for an SNES CD-ROM. 
We expect it no sooner than early 
1994. A $200 price tag for a 32-bit 
CD unit will be a hard number to hit. 

We've been told that making a 
Game Gear-to-TV adapter is too 
costly. Maybe someone will come 
up with a solution. 

Finally, we haven't gotten any 
recent news of a multisystem-com- 
patible, portable or console. Awhile 
ago, an Oregon company told us it 
had a “modular” system in the 
works, but we never heard another 
word. If it ever came out, the legal 
issues would probably have kept it 
off the shelves anyway. = 
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Unretouched Super Nintendo Wing Commander Screens 


=r. = | 
Mission Hricfing, | p= = i Filled with pride, you meet the applause of 
Enyo Susten, 8b:06 hours, 2654.18. i 4 / a your fellows. 


More than 40 separate missions that _ It's like you're the star in a deep Wingmates like "Spirit" cover your — Trounce the Kilrathi and be a hero- 
get more complex as you progress space action-adventure movie tail as you fight the tiger-like Kilrathi Lose and attend your own funeral 


Nothing else will have Wing Commander is the Are you up for the challenge? 
prepared you for the look most extremely cool, 3-D This award-winning megahit is 
and feel of Wing Commander Space Combat Simulator now available for the Super 
on your Super NES. with more than 40 separate NES. Kick some Kilrathi butt 
deep space missions that with Wing Commander. 


Here's why! _ 
progress to near suicide 


Wing Commander has dogfighting with the tiger-like 


incredible 3-D action, full- Riaiht. We like an action 
screen explosions, 33 super 


adventure movie - and you're 


stereo soundtracks and CD tha star! 


game quality. But it plays 


on your Super Nintendo. 7 7 
, Gt liga: is: SOFTWARE 


WING COMMANDER is a registered trademark of ORIGIN Systems, 

Inc.©1990 - 1992 ORIGIN Systems Inc. © 1992 MINDSCAPE Inc. - TOOLWORKS 
All Rights Reserved. Licensed by MINDSCAPE, Inc., A Software 
Toolworks Company. MINDSCAPE and its logo are registered =» COMPANY 


5 ; — = = a = 7 
trademarks of MNDSCAPE Inc. Super Nintendo Entertainment MINDSCAPE The 3-D Space Combat Simulator 
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He’s fat, he stinks and he’s one of the best-loved characters 
ever to climb his way out of the primordial slime and onto 
your video screen. 


In this rockin’ new 16-bit adventure for your Super NES, 


(MAGESOFT 


Also available for SEGA CD 


Chuck Rock is distributed by Sony Imagesoft, 9200 Sunset Boulevard, Suite 820, Los Angeles, CA 90069. Sony Imagesoft and Imagesoft are trademarks of Sony Electronic Publishing Company. Chuck Rock is a trademark of Core Design Limited. © 1992 Core 
Design Limited. Nintendo, Super Nintendo Entertainment System and the official seal are registered trademarks of Nintendo of America Inc. © 1992 Nintendo of America Inc. Sega and Sega CD are trademarks of Sega Enterprises, Ltd. All rights reserved. 
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strange characters, like the wild and wooly 
mammoth, one mean triceratops and a saber- 
J toothed tiger. Together, you and the 
* Chuckster swim through swamps, travel up 
volcanoes and shiver your way through the 


ice age — all in the name of love! 


you'll join Chuck Rock on his belly-bashing, odor-kicking, Nineteen levels set in five prehistoric 
rock-tossing mission to rescue his wife Ophelia from arch-rival worlds. Eye-popping graphics and very cool 
Gary Gritter. You and Chuck, who’s equipped with a pea-sized animation. If you wanna rock, you gotta get 
brain and nuclear body odor, have to crush some pretty Chuck Rock. 

SONY 


~ Official > 


. Seal of eget” 


SED LAY BY 


(Nintondd) SUPER NINTENDO 


ENTERTAINMENT SYSTEM 


ep ) 
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TURBO TOUCH 360" DOES 
WHAT OTHER 
CONTROLLERS DON’T 


TURBO TOUCH OTHER 
360 


CONTROLLERS 
No 
QUICK RESPONSE Yes No 
No 
TRUE CIRCULAR Yes No 
Yes 


ELIMINATES NUMB THUMB Yes 


EASY DIAGONAL Yes 


BETTER CONTROL 


LONGER PLAY AND HIGHER 
SCORES GUARANTEED 


For use with For use with For use with 


Super Nintendo _ Sega Genesis® and | _ Nintendo 
Entertainment Master System® Entertainment 
System® System® 


TURBO TOUCH 360’: TRIAX’ 


Technology Break-through in Video Game Control 
For the name of your nearest Turbo Touch 360 retailer or to place an order, call 1-800-858-7429 
Patent Pending. Sega, Genesis and Master System are registered trademarks of Sega of America, inc. Nintendo, Nintendo Entertainment System(NES} and Super Nintendo Entertainment System 


{Super NES) are registered trademarks of Nintendo of America, inc. Turbo Touch 360 and Triax are trademarks of Triax Technologies. ©1992, Triax Technologies 
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Have you ever heard of a game called 
The Guardian Legend for the NES? I’m hav- 
ing a lot of trouble with this one. I’ve 
worked my way through to Area 8, and 
there’s a boss character at coordinates 
X12-Y18 that | just can’t beat. I’ve thrown 
everything at him! Can you help? 

—Aaron Lapolli 
Calera, Alabama 


Created by Irem and Compile—and released by Brgderbund in this coun- 
try—The Guardian Legend /s an old, personal favorite. The boss you're refer- 
ring to is a red-colored relative of the tentacled ball from Area 3, and, yes, it 
does appear that none of your weapons affect him. For some extra help, sneak 
past the walls before you get trapped into the battle and proceed to location 
X12-Y23. You'll find a Blue Lander, which should give you just enough energy 
to go back and finish him off. 

When you return, blast him continuously with your standard gun as well as 
the Multibullets weapon. Start shooting as soon as he appears on the screen, 
and stand your ground; if you run away, he'll get you from behind. Your energy 
meter must be completely full for this strategy to work. When it does, you'll get 
a Red Lander to increase your power chip maximum. 
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Humans is a trademark of Gametek, Inc. 
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| have a question concerning Cos- 
mic Fantasy 2 for the TurboGrafx-CD. 
At the first fortress of Galam on the 
eastern side of the Northern conti- 
nent—where Lord Digin supposedly 
terrorizes villagers—I can’t find the en- 
trance to the deeper dungeon. | just 
keep coming to dead ends. Is there 
something I’m missing, like a secret 
entrance or passageway? 
—Luciano Rossetti 
Burbank, California 


Did you find Alan’s Bow in the 
chest at the top level of the castle? If 
so, you need to return it to Alan in the 
city nearest to the castle. When Alan 
joins your party, he'll tell you about a 
secret passage that leads to the 
deeper dungeon. It’s in a northwest 
corner near the entrance—you'll be 
able to find it by pressing the | button 
to search in the corner. 

But there’s a catch: Even if you 
know where the secret passage is lo- 
cated, the game won't let you go 
through until you're told where it’s lo- 
cated. Talk to everybody in the game, 
it’s possible you may have missed 
some other important clues. 
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VIDEOGAMES & COMPUTER ENTERTAINMENT 


reathe New Life 


—_ IntoYour Nintendo 


Don’t throw your Nintendo’ into the 
closet. Now, there’s a great new way to 
get more fun, excitement and challenge 
out of your Nintendo games. It’s the 
Turbo Touch 360 controller from Triax. 
A state-of-the-art, hi-tech control pad 
that will make you think you've just 
gotten a whole new system. Thanks to 
the revolutionary “touch sensor’ which 
allows you to control direction and 
response with just a touch of your finger, 
you'll be reaching higher levels with 
more challenges, more excitement and 


TURBO TOUCH 360'sv TRIAX’ Os 


Technology Break-through in Video Game Control 


For Under 520 


longer play. If you’re not, Triax will refund 
your money. — 

There’s no need to push down. Just 
pass your finger across the “touch sensor” 
and you will get better control, faster 
response and, of course, no more 
“numb thumbs” 

And the best news is that you can 
have this whole new video experience 
for under $20.00 — the price of your 
Turbo Touch 360. Your Nintendo and 
the Turbo Touch 360 —an incredible, 
new winning combination! 


For the name of your nearest Turbo Touch 360 retailer or to place an order, call 1-800-858-7429 


Patent Pending. Nintendo is a registered trademark of Nintendo of America, Inc. Turbo Touch 360 and Triax are trademarks of Triax Technologies. 


©1993 Triax Technologies 
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Pirctursreads: 


His name is Howard Peay. (It's pronounced Pea, like in Peanut Butter Sandwich.) But, you can call him Mr Peay. 


Thihe head money quy 


He's the top bean-counter at Sega. What does that mean? He takes care of the cash. He makes sure we stay 


at Sega. 


in business. And now, (wake up this is the part you care about) he’s giving away games. If you buy two of the 


wieéith the only thing 


Sega™ Genesis” games on his coupon, he'll give you one more for free. This is a big moment for Mr. Peay. The 


<< e2ver 


whole coupon thing was his idea. Just look at him, he's really proud of it. Okay, that’s enough. Go get the scissors. 


desiqmne ci. 


CIRCLE #111 ON READER SERVICE CARD. 


Top Coie One’ for November 4992. 


Figures are courtesy of RePlay magazine, 


_ based on an earnings-opinion poll At: arcade 


- operators. 
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* Best Upright Videos 
Lethal Enforcer by Konami 2 , 
Mortal Kombat by Williams. 


. Street Fighter Il: ‘Championship ao 
Edition by Capcom . 

. Terminator 2 by Midway — 

. Space Gun by Taito 

. Double Axle by Taito 

. Sunset Riders by Konami 

. Super High Impact by Midway — 

Steel Gunner by Namco. 

. Turbo Out Run by Sega — 


Best Video Seftware 


. Art of Fighting by SNK 

. World Heroes by SNK 

. Street Fighter Il by Capcom. 

. Neck N’ Neck by Bundra © 

. Aero Fighters by McO’River 

. Raiden by Fabtek 

. Wrestlefest by Technos 

. rem Skins by |rem 

. Varth by Romstar 

. King of the Monsters 2 by SNK 


Top Video Games for 
November 1992 


The lists of top-selling video-game software 


are provided courtesy of Babbage’s. 


© © 4 @ O11. & @ NY 
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Super NES 


. John Madden Football ‘93 by 


Electronic Arts 


. Super Mario Kart by Nintendo 

. Street Fighter Il by Capcom 

. Mario Paint by Nintendo 

. Super Star Wars by JVC/LucasArts 

. Mystic Quest by Square Soft 

. NHLPA Hockey ‘93 by Electronic Arts 
. NCAA Basketball by Nintendo 

. The Legend of Zelda: A Link to the 


Past by Nintendo 


. Wings 2: Aces High by Namco 


Sega Genesis 


; Sonic the Hedgehog 2 by Sega 
. John Madden Football ’93 by 


Electronic Arts 


3. NFL Sports Talk Football ‘93 by Sega 
4. NHLPA Hockey ‘93 by Electronic Arts 


. WWE Super Wrestlemania Challenge 


by Flying Edge 


. Evander Holyfield’s “Real Deal” 


Boxing by Sega 
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ComPiILteED BY Davio S. Moskowitz 


Radio Shack Debuts VIS 

Radio Shack has released a new inter- 
active compact disc player, the Memorex 
MD-2500 Video Information System (VIS). 

VIS capabilities include: VGA/MCGA 
compatible video modes on a TV display; 
video modes supporting up to 16 million 
colors; simultaneous play 
of three types of 
audio (CD 
Audio, 
synthe- 
sized MIDI 
and wave- 
form); and 
the ability to process MS-DOS, 
Microsoft Windows and multimedia IBM 
PC applications. 

The MD-2500 comes with a special CD 
version of Compton’s MultiMedia Ency- 
clopedia as well as a Saveelt memory car- 
tridge and will be carried by almost all 7,000 
Radio Shack stores for the suggested retail 
price of $699. 

Over 50 software developers have 
signed on as VIS licensees, and upcoming 
games for VIS include Amazon (Access), 
Inspector Gadget (Azeroth), King’s Quest 
V (Sierra On-Line), The 7th Guest (Virgin), 
Sherlock Holmes, Consulting Detective 7 
& 2(ICOM) and The Awesome Adventures 


of Victor Vector and Yondo Adventure 1: 
The Vampire’s Coffin (Sanctuary Woods). 


FTC Clears Nintendo of An- 
titrust Charges 

The Federal Trade Commission has 
closed Its antitrust investigation of Nintendo 
Co. and Nintendo of America 
Inc. without taking ac- 
tion against the video- 
game manufacturers. 
Atari Corp. had 
filed suit against Nin- 
tendo in 1989 alleging 
that Nintendo’s exclusive 
licensing agreements consti- 
tuted a monopoly and restraint 
of trade. Earlier this year a U.S. District 
Court jury cleared Nintendo of all charges. 


Lightwave 
Technologies Releases 
Video-Game Speakers 

Lightwave Technologies has released 
MicroSound Amplified Stereo Speakers. 
The speakers are useable with any of the 
major game systems and provide the 
stereo sound for programs supporting 
stereo. The speakers may be powered by 
two “C” batteries each or an AC adapter, 
and are available for $24.99 per pair. 


VIDEOGAMES & COMPUTER ENTERTAINMENT 


“Turbografx” is a registered trademark of NEC Technologies, Inc. © 1991 Telenet Japan Co., LED. “Cosmic Fantasy” is a registered trademark of Telenet Japan Co., UTD. Licensed 
from Telenet by Working Designs, 18135 Clear Creek Road, Redding, CA 96001. For a dealer near you call (916) 243-3417 ext. 190. 
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Interplay Establishes BBS 

Interplay Productions has established 
a customer support bulletin board that will 
contain hints, 
product up- 
grades, game 
demonstrations 
and technical sup- 
port. The board 
can be reached at 
(714) 252-2822 
and has operating parameters of 300-14.4k 
baud using 8 bits, no parity and one stop 
bit (8N1), supporting c.32bis and v.42bis. 


NES Classics Return at 
Lower Prices 
Nintendo has rereleased The Legend 
of Zelda, Zelda Il: The Adventures of Link, 
Punch-Out and Metroid for a suggested 
retail price of $29.99 each. 


MicroProse Reports 
Record Revenue 

MicroProse Inc. (NASDQ: MPRS) an- 
nounced fiscal revenues for the second 
fiscal 1993 quarter of $13,600,000, up 48% 
from the same period last year. Earnings 
per share increased 2¢ to 18¢ compared 
to the previous year, even though MPS 
now has approximately 6.8 million shares 
outstanding, compared to last year’s 5 
million. 


Sunsoft Licenses 
Pirates Cartoon 
Sunsoft has now signed a licensing 
agreement with oc paella Centon 
for The Pi- § 
rates of Dark 
Water, 
> un ae ¥ 
morning car- 
toon cur- 
rently seen 
on the Fun- 
tastic World 
of Hanna- 
Barbera. 
Sunsoft will release a Sega Genesis and 
Super NES version of its Pirates game, the 
latter including first-person battles. 


Triax Releases Giant Turbo 
Touch 360 

Triax Technologies 
has created a three- 
foot-wide version of 
its Turbo Touch 360 
controller for the 
Super NES. Anyone 
interested in the 
$2,000 product should 
call (800) 85-TRIAX. 
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American Laser Arcade 
Games Come to Sega CD 
American Laser Games (ALG) has 

signed a licensing agreement with Sega 
and will be releasing its arcade laser disc- 
based games for the Sega CD using the 
Sega Menacer. The first two games to be 


converted to the Sega CD will be Mad Dog 
McCree, a Western shootout and Gal- 
lagher’s Gallery. Featuring stand-up come- 
dian Gallagher, Gallery allows players to 
destroy an assortment of household ap- 
pliances and food items. 


Gamer’s Edge Releases 
Wolfenstein Fantasy Game 

Gamer's Edge has released three fantasy 
action games for the IBM PC using an en- 
gine similar to that employed in ID's 
Wolfenstein 3-D. The Catacomb Abyss, The 
Catacomb Armageddon and The Catacomb 
Apocalypse are available through Softdisk 
Publishing at (800) 831-2694. Those wishing 
to download the shareware version of The 
Catacomb Abyss should call via modem 
(508) 365-2359 or (508) 368-4137. 


Gallup Poll Finds Kids Want 
Video Games Most This 
Holiday Season 

A Gallup Poll of 500 children, ages seven 
to 16 found that, when asked what they 
“really wantled]” for gifts, 63% said a video- 
game system, 54% chose a portable video- 
game system and 43% wished for game 
software. Among boys, the top three cat- 
egories were the same, with the distribution 
of desire at 71%, 60% and 58%, respectively. 
For girls, the breakdown was video-game 
system 54%, portable video-game system 
48%, prerecorded videotape 31%, with 
video-game software and board games 
both tied at 27%. 
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Mirage boasts more advanced computer 
graphics and was designed so games can 
be switched out—like a home video-game 
system. It’s expected to debut late this year 
in an amusement park arena, likely in 
Japan. Hughes, a 
major leader in flight 
simulations for the 
U.S. military and air- 
line industry, is work- 
ing with LucasArts 
Entertainment on the 
project. 

The Mirage game 
demonstrated, Ver- 
nost, is based on the 
Star Wars movies 
and is similar to Res- 

My *, cue on Fractalus, a 
much- reraldad Atari computer game from 
Lucasfilm Games a decade ago. Rebel and 
Imperial forces on the planet Vernost battle 
for control of a natural fluid that works fuel- 
efficiency wonders for starships and med- 
ical cures on humans. Players pilot X-wing 
fighters through canyons, blowing away 
Imperial TIE fighters and searching for the 
special juice. 

VG&CE's own Howard Wen said Vernost 
definitely captures the spirit of Star Wars, 
even if it reminded him too much of Frac- 
talus, and gave him motion sickness from 
piloting the X-wing. 


Hughes Training premiered the working 
prototype of Mirage, a multiplayer game 
simulator in the same vein as BattleTech. 
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uses 3 of Washington, D.C., Saad on. 
7 sales data received from Software Ete. oo 
Electronics Boutique, Babbage! ‘S and 
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1. Falcon: 3. 0: Operation Fighting Tiger 


oS by Spectrum HoloByte- 

: 3 Wing Commander by Origin a 
a Darklands by MicroProse — 
. Might & Magic: Clouds of Xeen by - 
New World Computing — 
. 8-17; Flying Fortress by MicroProse : 


Sierra On-Line has announced that 
Sprint has purchased graphic display space 
in the upcoming Space Quest V: The Next 
Mutation. The Sprint logo will appear 
prominently in the game’s demo and on 
communications equipment that Roger 
Wilco uses within the game. 


. Civilization by MicroProse oo 

a Birds of Prey by Electronic Arts 

: Quest for Glory Ill by Sierra On- Line 
Al Michaels Announces Hardball Te 
by Accolade = 

“10. LINKS 386 Pro nie Access 
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Atari has dropped the suggested retail 
price of the basic Lynx unit to $79.99. This 
special price on the 16-bit color portable 
game will last until January 31, 1993. & 


1. Where in the World Is Carmen 

Sandiego? by Brgderbund 

_. 2. Mavis Beacon Teaches Typing by THE HEART OF ELECTRONIC GAMING 
IN ST. VALENTINE'S MONTH 


tel senior V.P. Mattel had already 


Software Toolworks 


Be: << Personal 1 Trainer for the S. A. 7. 


February 1991: The Federal Court a move possibly to stem the tide 


4 Now Math BI aster Bis by D avi ids¢ Oo n claim that the Game Genie erodes its which declares itself independent of | Aquarius, a home computer version 
profits from NES games. Finding this —_ the NES third-party contract. Mean- _ of the Intellivision, making the news 
3 Algeblaster Plus by Davidson claim unwarranted, the Court denies while, Atari Corp.—Atari Inc.'s former especially non-celebratory. 
) 6. Mario Typing by Interplay the company’s application for an in- home division—announces selling its February 1983: ZAP! As if its ear- 
7. Reader Rabbi it | by Learni in g junction against the Galoob device. 26 millionth game system. Sounds _lier push-button keyboard weren't bad 
| Months later, a U.S. District Court impressive until figures reveal that | enough, the Texas Instruments 99/4A 
Comp any comes to a similar ruling andletsthe 23 million units were sold by the orig- | home computer's power supply—it 
8. Mickey’: S AB C. s by Disney Game Genie out of the bottle inthe —_inal owners of Atari. is revealed by TI—could cause lethal 
6 Playro om by Bro derbun d United States, too. February 1984: Mattel Toys __ electric shocks if touched. Owners are 
ie February 1989: The once arcade dumps their Intellivision game sys- —_ urged to send in their faulty power 
0 0. Whe ere i n the a U. S. A. Is Ca eal: division of Atari Inc., Atari Games, files tem. Rights to the game unit are sold supplies for replacements. 
oo Sandiego? by Broderbund - a monopoly suit against Nintendo, _to outside investors headed by a Mat- —Howard Wen 
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of Canada rules against Nintendo‘s 


away from their Tengen division, 


shipped a limited number of the 


WHY LYNX? 
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«VIDEO GAME CARD + CARTE DE JEU 


Atari LYNX. The most fun you can 
hold in your hands. 


For more information, 
Atan, the Atan logo, Lynx, Baseball Heroes, World-Class Soccer are TM or © of Atari Corporation: all nghts reserved. Hockey TM and © 1992 Alpine Software lic. to Atari Corporation, all nghts reserved 


NFL Footba offically licensed by the NFL 1992 heir Corporation, Sunnyvale, CA 94089-1302 _ — a please call 1-800-327-5 ] 5 ] 


CIRCLE #113 ON READER SERVICE CARD. 


‘pensesal S}YBu |Iy “SPSPE VO ‘PuemAeH ‘peoy UEP S/EE ‘WOAS Z6EI © ‘ZEEI O Byy ‘OUI SOIWOD “O'q Jo Ajedoud ose sjuaWele peyejal ||e pue ‘NYWLVG ‘2661 @ Auedwio5)} SWUIE}JO}UZ JOUJEM OU | B “Ul "SO1g JER JO S¥JBWOpPeJ} Ose BIDIPU! Paye|SJ Pure ‘SeWeU ‘S8}OBJEYO ‘YINVW-ZVL ‘MO/8q pe}OU BsIMJaUjO SSE|UN WDIS JO SJeWeEpe} Ge Sei}!] aWeB [|e pue ‘VED aBWeD ‘eBas 


if ywou were 


Why is their screen only one color? Why that color? Some questions we just can’t answer. We make Game Gear." A multi-color portable video game 


colorbilitmn a 


system with a monitor so good you can turn it into a mini-television. All you've got to do is pop in the TV Tuner which is sold separately. But the best 


andhadiamn 1|_.@ iess tham 


thing about it is the games. And by now there are 75 of them available. Like Sonic The Hedgehog 2." Taz-Mania,” Streets of Rage™ Shinobi 2™ and 


tw - iv e& 


Batman™ Returns. But don't think we’re going to stop there. After we take a few minutes to catch our breath, it’s back to the drawing board, designing new 


then you wouldn’t care which 


games, and making sure Game Gear remains the number one color portable, which should be no problem considering the competition. 


portabiec you had. 


(Of course you wouldn’t care if you drank from the toilet either.) 


BAT MANgg 
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Tips are graded on a scale 
of one to five joysticks. The 
more joysticks that are col- 
ored in, the more valuable the 
hint is. 

Blow the dust off those old 
games, and try out some of 
our new hints! If you have 
some great hints and tips for 
us, just put them on a piece 
of paper and send them to: 
VG&CE, Attn: Easter Egg 
Hunt, 9171 Wilshire Bivd., 
Suite 300, Beverly Hills, CA 
90210. The author of each 
new tip we use will receive 
$10. Write neatly, and be sure 
to include your name and 
complete address! 


Hang on to your hats! In 
addition to more tricks for 
hot titles like Super Mario 
Kart and Facebali 2000, 
we’ve got more exclusive 
Game Genie codes direct 
from Gafoob. And try not to 
drool on your Lynx when you 
see our red-hot cheats for 
that machine! 

By the way, if you're one of 
the readers who copies tricks 
from other magazines and 
sends them to us, don’t both- 
er; in case you haven’t no- 
ticed, our competitors are the 
ones who are running tips and 
tricks that we've already print- 
ed, not the other way around. 


Batman 
Returns 


(ATARI FOR THE LYNX) 


suioine a bisa 
time with this outra- 
geously difficult Lynx 
game? Try our su- 
perpowerful Easter 
egg, and your trou- 
bles will be over! 

At the title screen 
(the one with the 
Batman logo in the 
background), enter 
this secret code: 
Press Uo . eight 
t1me@s, Down 12 
times, Left 15 times, 
Right 19 times and 
OPTION 1 27 times. 
(No, we’re not kid- 
ding!) Then press A 
or B to Stait the 
game. Once the ac- 
tion starts, hit the 
PAUSE button and 
you can press OP- 
TION 1 to skip to 
the next level. 
Pressing OPTION 2 
while the game is 
paused will make 
the Caped Crusader 
invincible! Be care- 
ful, because you can 
still be killed by 
falling off buildings 
and such. — 


30 ¢ FEBRUARY 1993 


CHRIS BIENIEK 


Super Mario Kart 


(NINTENDO FOR THE SuPER NES) 


& 2&2 


If last month’s collection of tricks and tips wasn’t enough, we've got a few more secrets to 
tell you about this wild racing game. First, here’s a trick that allows you to start a one-player 
game with Controller 2. If you hold down the L and R buttons while pressing START on the 
second controller, you can play in the GP mode or Time Trials with your character on the bot-. 
tom Ly of the screen. 


In another top-secret Easter egg, we’ve found a way to save 
the data for your “ghost racer” in the cartridge’s backup RAM. 
(Remember that the ghost racer will only appear if you've com- 
pleted five laps of a Time Trial without touching any obstacles or 
barriers.) When you have a ghost that you’d like to save, perform 
this trick at the menu screen that reads, “CHANGE COURSE, RETRY, 
CHANGE DRIVER,” etc.: Hold down the L, R and Y buttons and press 
X. You'll hear a chime, and the “Best 5/Best Lap” data at the bot- 
tom of the screen will disappear for a second. 

Notice that the name of the course {ge am 
on which the ghost has been saved will 
appear in yellow on the “Course Se- 
lect” menu—this confirms that the | SAS: 
ghost racer’s movements have been 
stored in the battery-backed memory, 
and will remain intact even when the 
game is switched off. The backup RAM 
can only store data for one ghost at a time. To retrieve the ghost from memory and race 
against him or her, choose that course and hold the L or R button down while pressing B 
when the screen asks, “Is this O.K.?” and the arrow is pointing to the word “yes.” 

Finally, here’s a great code that gives you five new courses in the one-player Time Trials or 
two-player Match Race modes. At the “Course Select” menu, make sure the arrow is pointed 
at the words a Oo Cup” and hit these buttons on the top of the controller: L, R, L, R, L, 
L, R, R. Then press A, and the words 
“Special Cup” will appear. These are 
the “hidden” courses that open up 
when you've won a gold trophy in each 
of the first three cups in the 100cc GP 
mode. Check out the incredible “Rain- 
bow Road” course—this one’s for 
Super Mario Kart perfectionists only! 
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‘PRODUCT® | | 


Rock the rim with 27 of the hottest 
NBA? All-Stars. Downtown or in the 
paint, driving offense and intense “D; 
he — take it to the hoop with the likes of 

Be AmEMALLENGES| ae Patrick Ewing, Clyde Drexler and Chris 

"2 Mullin. if you’re lookingto ~~ 
® Play with the Pros, then 
. NBA® All-Star Challenge 


omMnzmMo-—-r 


6 


a he 


NB aes ae 


in Available for 


® SNES” & GAME BOY. 


All NBA and Team Insignias depicted are the properties of the respective NBA Teams and NBA Properties, Inc. and may not be reproduced without written consent of NBA Properties, Inc. Super Nintendo Entertainment 
System®, Nintendo Entertainment System ®, Game Boy”, Game Link™ and the official seals are trademarks of Nintendo of America. Inc. Play with the Pros™ is a trademark of Acclaim Entertainment, Inc 1992 Acclaim 
Entertainment, Inc. All rights reserved. All-Star Challenge’ & LUN® are trademarks of LUN, Ltd. © 1992 LJN, Ltd. All rights reserved. 
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continued from page 30 
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(TTI FoR THE TURBOGRAFX-16/TuRBO Duo) 


Continuing 


To access a stage-select and sound- ED 


test menu in this graphically impres- our series of 
sive shoot-'em-up, try this trick at the Faceball 2000 
title screen: Point the control pad to Easter eggs, 


here’s the story 
so far: In the Cy- 


the lower left and hold it there, hold 
down the A and B buttons and press 


RUN. berscape game, 
shoot the Level 1 | . DY 
exit door five |@em seam ge 


times to warp to 
a secret room 
with exits to lev- 
els 10, 15, 20 and 
25, then shoot at 
the  nine-lives 
pod in the secret 
room three times 
to change it into 
a key that opens — ee 

up another secret room, this ae wait re to Sievels 30, 35 pa 40. 

Here’s the latest piece of the puzzle: In the second part of the secret room, 
note that one of the pods didn’t disappear when you took armor from it. 
Travel to the west wing of the secret room and find the wall that faces south. 
(When you face the south wall, there will be a flashing warp door to your 
right; that’s the exit to Level 40.) Shoot the south wall once, then touch it. 
Then go back around the corner to the armor pod. Touch the pod and shoot 
it, and it will give you a key that opens the south wall to a third secret area! 

Be careful in the new area, though—there are two ninjas waiting in this 
room. Defeat them, and you'll find a Level 2 armor pod, a Level 2 Au- 
tomag pod and warp doors that lead to Cyberscape levels 45, 50 and 55. 
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(ATARI FOR THE LYNX) 
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VG&CE fan James R. Coase of Vinton, lowa, was the first to break the 
news about this Sega CD Easter egg. First, press START at the Cobra 
Command title screen. When you see the words “Game Start” and “Con- 
fig Mode,” press Up, Down, Left and Right. You'll hear a short explosion 
sound. Next, go to the “Config Mode” menu and you'll find a new difficul- 


our October issue, we told you how 
you could enter Toki’s “freak-out 
mode” by pressing Up and OPTION 1 
before the title screen appears and 


Bob Nagel 


In the Gaming on the Go column in 


ty setting, “Training.” In the Training mode, you can continue at the point 
you had reached when you were killed instead of being sent back to the 


beginning of the stage. 
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holding them down through the entire 
demo sequence. VG&CE reader 
Michael E. Ahrens wrote to tell us 
about a similar Toki Easter egg: If you 
hold Up and OPTION 1 during the en- 
tire “Continue” countdown at the end 
of the game, you'll see a small white 
speck in the middle of a black screen. If 
you alternate pressing the control pad 
and A or B buttons rapidly, the spot 
will slowly inflate like a balloon, reveal- 
ing itself to be a digitized photo of the 
game’s programmers! 


continued on page 34 
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with your friends. . . whether they're down t 


That’s right: two screens, two players, t\ 
locations, the same or different formats. 


Baton’s products that are « 
this product. Nintend 


condi from p pe a2 
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ourney back 
in time to the 
| year 1957 on 

: : an expedition 
J to the dark 


| heart of the Amazon 


Basin. A desparate, 
crazed message sends 
you on a perilous search 
through a land where 
legends come to life, 
danger hides behind 
every corner, and 
incredible treasures wait 
to be discovered. 

AMAZON is designed 
in the style of the serials 
of the 1940's and 50's 
such as Flash Gordon, 
The Lost City, and 
Rocketman. 


wo serials were made 
up of intriguing, fast 
paced episodes which 
placed the hero in unbe- 
lievable peril. AMAZON 
contains 14 exciting 
episodes filled with plot 
twists, mysterious charac- 
ters and heart stopping 
cliff-hangers. You haven't 
had this much fun since 
the drive-in days! 


EASTER EGG HUNT 


ei 
|| ad 


¥ iis 
ETE 


eA Multimedia Entertainment 
Extravaganza! 

eSuper VGA and VGA Modes. 

eRich Characterizations. 

°A Cliff Hanger around every corner! 
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qua SOFTWARE INCORPORATED 


| ACCESS Software, Inc., 4910 West Amelia Earhart Drive 
Salt Lake City, UT 84116 © (801)359-2900 © (800)800-4880 
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U.S. GOLD 


For the Sega Genesis TTI 


For the TurboGrafx-16/Turbo Duo 
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KONAMI For the NES and Game Boy 


For the NES and Game Boy 
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2£ORD CONTAMINOGS 
IS FRYING TO 
DESTROY EARTH. | 


DATA EAST 
For the Super NES 


OCEAN 
For the Super NES and Game Boy 
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| a. VIRGIN ee 
aie - . For the Nintendo Game Boy = 


_ For the Atari Lynx. 
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QUESTION#1 iy, 

ee i: 
JOHN MAD ~ , 
FOOTBALL 9% 
WHICH NEW. 
FEATURE WON'T YOUEIND 


. The “No Huddle” Offense. 
. 38 Pro Teams, including 
the eight greatest-ever teams 
as picked by Madden himself. 
. Halftime show featuring 
Roseanne Barr-Arnold. : 
. Game stats for players and teams: 
saved on battery back-up. ~~ 
. Madden’s digitized voice, blasting 
out comments like “Boom! 
Where’d that truck come from?” 


| - What s yur fences Ars A0 (atitude Quotient)? ; Ry 
Take this quiz* and see if you have what it takes. Write the +* et: 
answers to all seven questions on your completed ma | ee 
~ form and send it in. If you have a high AQ you could © 
_ win 3 Genesis titles from Electronic Arts. 


- *Missed the first three quizzes? No sweat. 
lt ide takes one = to test a AQ. 


QUESTION #2 ~ QUESTION #3 


IN LHX ATTACK 
CHOPPER’. 
THE HELICOPTER IS SO 


- £ 
1 t ct 
a SAS aE ce ae j 
fi 


| We | TOP SECRET THAT: 

. When the puck gets stuck inthe F< ge A. Pilots have to fly blindfolded. - 
goalie’s jock. me 2 / \ Sa B. No one has ever seen one in operation. 
The grunt you hear when asicemis /. &  —- C. They can only fly at night or on 
something other than the puch) | — Superbowl! Sunday. 

D. When the line to the ladies room t=" % D. They're made of glass so they 
wrapsthree times, Ny — don’t even cast shadows. 

E. The machine that tain |e © * E. The guy that designed the rotor 
between periods. | ees Bhs we doesn’t know what it goes to. 


QUESTION #4 a | QUESTION #5 

|) vstaners ), 

)... AND THE NBAagiame . 

at Sl PLAYOFFS, a “3 ol 

THE EA SPORTS"T-METER Iga e- CRUE BALL" 

A. Anew device for making F | aN , HEAVY METAL 
clutch free throws. = PINBALL, YOU CAN: 


B. A dipstick for the locker room 
tea service. 


i A. Talk with a Liszt. 
' ‘cl a. ce ae . Ree B. Eat a bow! of Schubert. 


D. Aunit to measure how far coaches : \ \ G. Smash a bust of Sacto = 
throw chairs. Wey D. Get a Handel on your life. 


E. Arap version of the Star Spangled X NX ae E. Get off on Chopin veggigs, \y 
Banner. S\ 2. A i 


ve 
Po kt 
moe f 


Se ee | 


QUESTION #6 


on 
ROAD RASH'll, 2 a4 
WHICH WEAPONS oe 

CAN YOU CARRY: | 


A. Clubs and chains. 
B. An accordian and a license 
to use it. 


. Aboom box playing Barry 
Manilow’s Greatest Hits. 


D. Abag of chili pepper suppositories. 
. Adead white poodle named Fifi. 


ee 


8 Filly = | 
C. Female. — 


D. Fast. 


NK YOU HAVE Altera 72 
IN BIG WITH EL SHS 


SEND IN YOUR ANSWERS AWE Sat a aa 
g&\ BELOW TO FIND OUT Wi (Ute 


a 


T 
ie 


5 ely 
Ries / 


PROVE YOU HAVE A HIGH AQ: 


Just fill out this form and mail it to us. All completed entries qualify for a drawing to win any 
3 Genesis games from Electronic Arts, including these hot soon-to-be-released titles: 


— Coming soon from EA SPORTS. Play a full season, 
compile player stats, and even choose your dream 
team from all the players of the big leagues. The 
most realistic baseball game to hit 16-bit! 


— Anew threat has emerged from the jungles of 
South America, and now it's time to win the war on 
drugs. Use new vehicles and weapons to battle an 
evil Drug Lord in 9 new explosive campaigns. 


— Pond is back, and wetter than ever! This time he's 
got the help of a springy new sidekick, Furrel Frog. 
Control fish or frog in this new exciting adventure 
in the James Pond series. 


Your Answers 

fF) a) Sh ee «0 thee oe 
Name 

Address Apt. 

City State Zip 

Daytime Phone Birthdate (month/day/year) 


Send completed Quiz to: 
AQ QUIZ PART 4, Electronic Arts, 1450 Fashion Island Blvd. San Mateo, CA 94404 


Wear it on your sleeve! Free Electronic Arts “EA Attitude” aes inner wil becontatee by mal) 
T-shirts to the first 00 entrants who send in completed ___| would like to be a Genesis game advisor to Electronic Arts. Give me a call sometime. 
entries Earliest postmark wins Employees of Electronic Arts, their agencies, or affiliated companies are not eligible. 


ega and Genesis are trademarks of Sega Enterprises Ltd. Bulls vs Lakers 
and the NBA Playoffs, John Madden Football, Road Rash, and LHX Attack 
Chopper are trademarks of Electronic Arts. Crile Ball is a trademark of Motley 
Crile, Inc. NBA is a registered trademark 0: NBA Properties Inc. NHLPA is 2 
registered trademark of the National Hockey League Player's Association 

EA SPORTS is a trademark of Electronic Arts 
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Nobody can hold a stick to 
these guys: 
Messier Coffey, Kum, Linden, 
Savard, and the 544 other 
guys who play hockey al 
the highestlevel The 
deadliest marksmen, 
the enforcers, the 
bnghtest stars of the 
pro game. 
Theyre all captured In 
NHLPA* 93. The official 
" game of the National Hockey 
League Players Association’ > 
The all-new version of the most ‘ i 
action-packed hockey game ever seal 
Last year NHL’ Hockey was the 
? © top-selling Genesis” sports title. This 
year the same game designers deliver even more explosive game play. 
Check out all the players. The complete, accurate team rosters from the 1992 season. 
Plus 1993's new Otfawa and Tampa Bay expansion rosters. 
NHLFA 93 Is the finest the sport has to offer With more new pro moves than you 
can shake a Stick at. 
Faster, tougher to beat goalies who leave the crease to clear loose pucks, 
~~ or lunge and dive to smoother shots. Individualized moves, like 
| | glass-breaking slap shots, nimble stick action, and brutal body 
checks. Each player skating his own unique game. 
» Hotnewdetensive techniques 
) and an improved computer 
' Opponent raise the 
_ electricity i In 
power play 
situations. 


Piaee yn. 


FP and the trophy 
are scorers like Larmer. 
Goalies like Belfour Intimidators like 
= Probert and Gaetz. ii aaa al 
Each of the 550 pros 
rated on 14 charactenstics 
based on 1992 playing stats. 
Some of the 
pros are better 
defensemen, 
others scoring lunging, and kick 
machines, others | saves. So get the 
_ are specialists ees PUCK outta here 
at killing off , : } 


wore SEGA _ Opponents’ power plays. bess cael 
ir | If these guys dont stop you an |} 
| _ In your tracks, the refs will. ® 
~ Calling you for tripping, hooking, ~ "= 
high sticking, or icing. The more severe the penalty, the longer youre in the sin bin. 
There are even injuries that can knock you out for the game. 


Your goalie now 
makes diving, 


1 

Jogue go San Jose 

nm Jose is on of the mos 
opular teams in the game. 


Talk about a game with impact. EA SPORTS ' Ron Barr Score with the names of the game. 


Personalized moves include Doug 1s all over the ice NHLPA '93 is the only 
Wilsons cannon-like Slap shot. like a Zamboni’ place you'll find all 550 pros. 


For the first time ever battery back-up lets you make the greatest saves outside of your goalie. 
Save lines you create. Even player stats for the entire post-season tournament 
The coverage of EASPORTS lets nothing slide. Spectacular camera angles. Sportscaster 
| 


Ron Barr The exclusive crowd Noise-O-Meter” Highlights from 
other playoff games. Instant replay. Commentary. 
Stick with the pros: NHLPA’93 and EA SPORT». skate 
over to your local Electronic Arts dealer or order by phone 
phone anytime: (800) 245-4525. 
ae And get the greatest hockey game by 
WLPD HOCKEY, a long shot. 


Pas quit gs Now available ; SD 


as r™ PP a , ry 7. cc 
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ELECTRONIC ARTS 


on Super NES.™ SF UR I o. LPA _gnoemttwiesion, (PRO 
ELECTRONIC ARTS 51-900-288-HINT> acaaaasl 
If you are under 18. be sure tog subject to nthout notice All nghts reserved EA Sports, E Je Jectronic Arts Licensed “ernome nats warns OTE” SE T 
by Sega Enterprises Ltd for pl ks of Seg. gu Pla {LF m a = ® 
NHLPA and are used. under license rk f Pro Set. | can Super IDe ae Cauca cmt — 
seals are the trademarks of Nintend The Nationa esen 
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MUCH ADO ABOUT 


> ~*~ 


he number of significant 
computer-related creations 
cooked up in the Silicon 
Valley is countless. This area south 
of San Francisco is home to such 
industry powerhouses as Apple, 
Electronic Arts, Sun Microsystems 
and many other household 
names—at least with regard to 
computer professionals. 
Add to that list the name 3DO. 
_ While it may not be a force as 
you read this, 3DO (pronounced 
_ “three-dee-oh,” like “audio” and 
 “video”) is getting ready to be a 
name you'll remember, with a 
_ cutting-edge concept and lofty plans. 
Though it’s easy to say that the 


_ company’s intentions may be too much 


to ask for, when you see the established 
-companies behind the 3DO name, it 
suddenly comes together. 


THE SUM OF ITS PARTS 


_Trip Hawkins is someone few 


gamers would know if he crossed their 


path in a mall, but his influence on 
electronic gaming is, to say the least, 
significant. A little more than ten years 
ago, he left a comfortable position as 
director of marketing at a computer 
company called Apple to start on a 
software vision. This new group of 
“electronic artists” would emphasize 
the programmers’ accomplishments. 
Electronic Arts took a new tack, putting 
software in record albumlike sleeves 
and giving the people who created the 
software top billing. A decade later, EA 
is still one of the major forces in 
electronic entertainment, releasing 
million-sellers on disk and cartridge 
with regularity. 
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BY ANDY EDDY 


Hawkins, however, was not content 
to sit back on EA’s successes. A few 


years ago, he spun off from EA to start 
SMSG (San Mateo Software Group) with 
major backing from a seemingly odd 
collection of companies—though the 
connection becomes apparent as the 
plans of Hawkins’ brainstorm unroll. 
Put Electronic Arts, Time Warner, 
Kleiner Perkins and Matsushita Electric 
together and what have you got? You 
have a wealth of financial resources to 
work with, but each company also 
brings to 3DO (SMSG’s new name as of 
mid-1992) certain aspects in the plan: 
@ Kleiner Perkins is one of the primary 
venture-capital firms for the Silicon 
Valley, a company whose business it is 
to fund innovation and progress. Kleiner 
Perkins has put its money behind such 
companies as Spectrum HoloByte, 
Compaq and Sun Microsystems. 
@ Time Warner is the result of a recent 
merger between Time Inc. and Warner, 
which has created a bank of media- 
related sources in books, movies, 
magazines and other entertainment. 
Primary among those holdings are cable 


ae 


O) Rexel 


channels HBO and Cinemax, and 
Time Warner Cable, the latter 
being the second-biggest cable 
system operator in the country. 

@ Electronic Arts, of course, brings 
its expertise and current market- 
share leadership in electronic 
entertainment to the table. 

@ Finally, the previously “silent” 
partner is Matsushita, which 
controls such brand names as 
Quasar, Technics and Panasonic, 
but also invented the VHS 
videotape format and owns MCA, 
who coinvented the laser disc and 
whose Universal Studios is one of 
the studio giants in Hollywood. 

So, we know the participants, but 
what exactly is “the plan”? Hawkins’ 
vision is to create a new standard format 
for consumer electronics, much like VHS 
is to videotape, which will be the future 
of interactive media. It’s more than video 
games, branching off into such aspects as 
education, edutainment, simulations, 
security/ control, video editing and 
interactive stories and sports; these are 
what Hawkins terms “interactive 
pictures.” But as 3DO develops, the 
“network” capabilities are what will 
make its impact on families apparent. 
Such features as 1,000-plus channels, 
on-demand movies (bringing the video- 
rental outlet to your home), 
simulcasting, home shopping and 
banking, information services and even 
VCR programming will be just a few of 
the applications. Imagine, to use one of 
Hawkins’ examples, you are watching a 
TV show and a character comes on that 
you aren't familiar with. You could click 
on that character and get an update on 
who he is and how he came to be in the 
show. From there, a click on a menu 
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—_-video- -game systems shee accompanying 


fet work for the gamer? 


“alt Pais is really keen, of how does 
This fall, 
Panasonic will have the first U.S. 


hardware release, tentatively called the 


“3DO Interactive Multiplayer.” The 
system will be a CD-based system, 
much Leet eg CD- I aac 


sidebar Under the Hood for more 
technical info). For example, Figure 1 
shows the Epperson 
television, the “average” game console 
and 3DO’s specs: 

Hawkins calls 3DO an “improve- 
ment by a factor of 50.” This power 


between 


results in smoother images, cleaner 


scaling and rotation (take that, Mode-7 
fans!), texture mapping abilities (the 


process of “wrapping” an image over a_ 


computer-generated shape), more 
involved games and cinematic software 
effects. In fact, one person who 
recently saw the 3DO demo was Steven 
Spielberg, who called it a breakthrough 
of breakthroughs. One of the first 3DO 
releases will be an interactive version 


of Jurassic Park, Spielberg’s next film, 
based on Michael Crichton’s book of 


the same name, a dinosaur-related 
thriller. 

The faith in 3DO is evident when you 
see the attendance—paid attendance, 
that is—for 3DO’s initial developers’ 
conference, recently held in northern 
California in November. A total of 471 
people attended, with 47 of them 
signing up as actual licensees (see the 
sidebar of 3DO licensees for the current 
list). The stunning fact, though, is what 
the makeup of the 471 people from 200 
companies was: Software producers like 


wi 
ni 


vil Lilt ‘ial 


Virgin and Spectrum HoloByte — 
were naturals due to their desire 
to stay abreast of new platlorms 
on which to release their 
products. But Hawkins said that 
major movie studios also were 
in attendance, showing that, as 
Hawkins noted, this was the first 
time that Hollywood and Silicon 
Valley players put their heads 
together to this extent. 


3DO’s plan for getting 


aur involved gous ‘also 


iia, ihe will be no Eicohse 
fees or royalties ~olP eed, to : 


and, in fact, 3D0 “wilt tain 
companies on a per-unit basis — 
for the first three years. This 
will give hardware producers an 
incentive to create and market 
3DO-based hardware. 

Second, software will be less 
expensive from a licensing 
standpoint. Currently, a license 
fee of about $8 to $10 per 
cartridge goes from a licensee to 
Nintendo for the “privilege” of 
selling the cart. Contrary to that, 
3DO will only charge a maximum of $3 
per unit, and that number can be 
reduced further by hitting certain 
milestones. In addition to the 
economical CD medium (versus the 
more costly floppy and cart formats), 
this should ensure that the software 


costs are lower to the consumer. 


Finally, 3DO won't market and 
produce software itself, taking it out of 
competition with its licensees. This 
backs up Hawkins’ words that “3DO 
will be a catalyst, not a monopoly.” To 
benefit the software developers further, 
3DO is utilizing standard Macintosh 
development tools to create software, a 
system many already have and use. 
Also, 3DO will offer developers a 
“content library” that programmers can 
freely use and modify. 

To add to the economy, 3DO is 
employing an on-the-fly compression 
technique to store the data on CD. 
This process allows what would 
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Co-designers of 3DO’s advanced technology, R.J. 
Mical (top) and Dave Needle share a relaxed moment. 


normally take six to eight megabytes 
in CD space to take up only two 
megabytes. The compression stays in 
place as the data runs (the system uses 
a CD player that runs at twice the 
normal speed), so the process remains 
efficient throughout. 


SCRATCHING THE SURFACE 


What you see on these pages is the 
first peek at what 3DO is all about, and 
it only touches on what this company's 
impact might be. 3DO’s 
introduction was set for a January 7, 
1993, press conference, the first day of 
the Winter Consumer Electronics Show. 
You can bet that the flow of information 
from that point will be steady and 
strong. Make your own judgments as to 
whether or not you want to get onboard, 
and look to VG&CE for more on 3DO 
in future issues. © 


public 


Continued on next page 
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O's quantum leap re- 
quired some sharp minds, 
- and the people behind the 
design of 3DO’s hardware were 
both careful and knowledgeable as 
to what it would take to make this 
leap of technology happen. 3DO 
brought in people who had a hand 
in the fates of such companies as 
Apple and EA, and the develop- 
ment of such products as the 
Amiga computer and Atari Lynx 
handheld. In fact, the trio of Dave 
Morse, Dave Needle and R.J. 
Mical—the primary designers of 
3DO’s hardware—have created a 
sister company to 3D0O that will 
share in its profits. 

Here's a look at what makes up 
3DO’s hardware platform: 
_. A 32-bit RISC (Reduced Instruc- 
tion Set Chip) CPU is the system’s 
processor. It’s one of the fastest 
processors because of its simple in- 
struction set, so software can be ex- 
ecuted faster. 
|. A custom graphics/animation 
processor (which 3DO refers to as 
the “true brain” of the system) and 
custom sound processor takes the 


weight of these functions off the 


main processor. The chips also 
allow for more elaborate animation 
and sound effects. 

_. A multitasking operating system 
gives 3DO the freedom of doing 
multiple chores at once. For exam- 
ple, you'll be able to watch a TV 
show in one “window” and play a 
game in another, with no slow- 
down effects to either. 

As noted previously, the 3DO 
system will use the Macintosh de- 
velopment system, so program- 
mers and users alike will benefit. 
But it doesn’t end there, as 3DO will 
offer compatibility with and ports 

for MIDI (Musical Instrument Digital 
Interface), standard audio, Photo 
CD, video and various peripherals. 
The add-on peripherals were de- 
signed to be daisy-chainable, so 
you could have multiple devices 
hooked up, such as a keyboard, a 
mouse, stereoscopic glasses and a 
number of control pads all tied in at 
the same time. Lastly, a slot will be 
in place to allow the addition of op- 
pong! interfaces on cartridge. 

The plan is for Matsushita/Pana- 
sonic’s first offering to be released 
sometime in the fall of 1993 at a 
price of $700, dropping down to 
$500 or lower thereafter. - 
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I arrived at 3DO’s San Mateo 
offices for what I expected would 
be a demo of “just another game 
system.” I left with the feeling I'd 
seen a crystal ball into the future. 
It’s a big job to pull off, but it 
could change how we get informa- 
tion and entertainment. And with 
cable TV and telephone gradually 
changing over to digital transmis- 
sion (see Inside Gaming in the 
September issue of VG&CE for 
one view on how this could affect 
inieractive ..gaming),....Prip 
Hawkins’ visions could be reality 
in short order. 

The day before Thanksgiving 
1992, Hawkins, Janet Strauss 
(3DO’s marketing director) and I 
sat down to discuss the company’s 
plans for 3DO, immediate and fu- 
ture. They then put on a videotape 
of 3DO’s performance—with the 
disclaimer that what I was about to 
see was about 25% of what actual 
performance would be. (This was 
due to the fact that the tape was 
made from a “wire-wrap” proto- 
type of the hardware. In develop- 
ing new hardware, companies cre- 
ate an easy-to-alter version using 
wire and full-scale circuitry to see 
if it will work properly. Usually, 
the yards of wire involved cause a 


lot of friction, so this prototype 
runs slower than the final version 
will. When all the bugs are worked 
out in wire-wrap form, a “silicon” 
version is created using integrated 
circuits (IC) on chips to make the 
hardware run more efficiently and 
much smaller.) 

First on the demo was an ex- 
ample of scaling and rotation: A 
small frame of a bird was spun on 
top of a full-frame view of a moun- 
tain range, then resized and spun 
simultaneously. After that, the bird 
image was distorted by having its 
corners pulled and twisted like a 
rubber sheet. Then, a series of pic- 
tures was made into a cube, still in 
front of the mountain range image, 
and rotated in the foreground, 
showing the 3-D capabilities of 
3DO’s hardware. Finally, the cube 
was turned from opaque to 
translucent (or what's called “half- 
bright” on some systems), letting 
the mountain range show through, 
but keeping the cube visible in 
foreground. 

Following segments on the 
tape showed a bouncing ball (com- 
plete with gravitational and elastic 
effects) in a room bordered by 
other scaled images; a flyover of 
detailed terrain simulating 
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Yosemite’s El Capitan; some 
quickly created character anima- 
tions; and some stunning demos 
using “live” camcorder input. 

The latter shows not only the 
full-motion video flexibility of 
3DO’s hardware, but also its capa- 
bilities as a video-editing station. 
First, an image of a girl was shown 
in a window by itself. Again, the 
smoothness of the video output 
was limited by the hardware proto- 
type, but still demonstrated how 
powerful the system will be. 

The following demos, using 
this video input, were equally wild. 
The screen was split into four 
quarters, all showing the same 
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camcorder image. Then, one by 
one, each quarter was manipulated 
differently: For instance, one 
screen was twisted, while another 
was turned translucent. 

Its obvious that 3DO, as 
shown by this erude and quick 
demo, has created a system that 
rivals the abilities of large main- 
frames and minicomputers. The 
output of Silicon Graphic and Sun 


workstations, which can be seen. 


in computer graphics and special 
effects in commercials and 
movies, will be rivaled by a much 
cheaper 3DO system. And this is 
just the beginning of what 3DO is 
working on. 5 


Left: A basic image 
of the 3DO logo “on 
stage” is scaled, 
placed in a wooden 
frame and slightly 
rotated over an 
opaque background. 


Far left and above: 
The same basic 
image is copied to 
six separate 
animation cels, then 
mapped onto the 
sides of a three- 
dimensional cube 
and placed on top of 
a background 
image. The cube is 


also set in a “translucent” palette, giving a “glass” effect that lets the 
background show through the cube. Though it’s impossible to adequately 
display in a magazine, each side could be a independent animation instead of a 
static image, and all without slowing down whatever else was taking place. 
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(as oF DECEMBER 1, 1992) 


American Laser Games (ICAT) 
Argonaut 

B.I.T.S. | 
Bullfrog Productions Ltd. 


Cineplay Dynamics Inc. 


Crystal Dynamics Inc. 
DMA Design 

Dynamix 

Dream Parc Technologies 


The Edge Interactive Media Inc. 


Electronic Arts 

Equilibrium 

Fathom Pictures 

Flying Cat Inc. 

Fun Project 

Gray Matter 

Gremlin Graphics 

Haukom Associates 3 
Hand Made Software Ltd. 
Intellimedia Sports Inc. 
Interactive Support Group Inc. 
Interplay Productions 
Interworks 

lotek Interactive Technology 
and Entertainment 

Jupiter Distribution Inc. 
Malibu Interactive 
Mammoth Micro Productions 
Maxis Inc. 

MicroCabin 

MCA Inc. 

Millennium Interactive Ltd. 
Ocean Software Ltd. 
Paramount 

Park Place Productions 
Psygnosis 

Realtime Associates 

Red Dot Software 
Renegade Software 
Riverhill Soft Inc. 

Burt Sloane 

Spectrum HoloByte 
Spindrift Designs 

Total Vision 


Virgin Games Inc. 


Viridis Corporation 
Warner Brothers 


_ Westwood Studios Inc. — 


signed licensees by the time 
the January 7, 1993, press 
conference takes place. We'll 
have 3DO updates in future 


issues of VG&CE as we get 
confirmed information. 
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3DO expects to announce more 
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Kicdmney purnrches, 


How is Streets of Rage 2 different from the first one? 


The graphics are awesome. At 16 megs it’s our biggest game. Overall there's a lot more of everything; more moves, 


more intricate maneuvers, more characters. And the characters are a lot bigger in size. So the action is more impactful. 


uppercuts, knee-siams, 


What are some of the new moves? 
Axel™ has new punch combinations that do some serious damage. Blaze™ can do backflips to attack enemies in front and behind 
her. And there are two new players. Max™ and Skate™ Max is an ex-wrestler with a ruthless body-slam, and Skate knocks his 


opponents out with flying jump kicks. He can also skate behind his opponents, jump on their shoulders and ambush them. 


eye-qouges 


Are there new enemies? 


Lots of new enemies—a gang of motorcycle thugs, a guy with a jet-powered pack on his back, knife-fighters, ax-murderers, 


ex-cons, and a bunch of new martial arts experts, so there are a lot of new challenges. And the player control is different also. 


and qroimtim kicks. 


How is the control different? 
We've tuned the control to be much more responsive, so that the action will be a lot faster and more spontaneous. You can 
crack a jaw or flatten an opponent in a split second. The players are basically as fast as your reflexes will let them be. The 


fighting is so realistic, you actually feel tired after playing it. It’s the next best thing to kicking some real you-know-what. 


(Just another typical day at the Sega office.) 


CIRCLE #114 ON READER SERVICE CARD. 


Starring Mickey 
Mouse 3 


CAPCOM 
For the Super NES (N/A) 


| SOUND/MUSIC 


GRAPHICS 
PLAYABILITY 


OVERALL 


Castle of Illusion for the Genesis 
set all sorts of excellence standards, 
owing to the Disney-quality graphics 
and the simple, infectious and imagi- 
native game play. Somehow, though, 
that indefinable spark of stylistic bril- 
liance was missing in the follow-ups 
Fantasia and Quackshot. We were 
beginning to wonder if the magical 
collaboration between Disney and the 
16-bitters was a one-shot deal, never 
to be duplicated. 

But along comes The Magical 
Quest (TMQ) and, presto-chango, 
the magic is back, this time on the 
SNES. The Magical Quest is every 
bit as enchanting and enjoyable as 
Castle. There are some trade-offs, 
but, for every area where TMQ 
doesn’t quite meet Castle, there’s 
another area where TMQ out- 
shines it. 

What tugs at 

the ol’ heart- 
| strings even 
MmOre tian: 
kidnapped girl- 
friend? Easy: a 
kidnapped 
Goggy. (Yes, 
poor Pilto as 
whisked away 


by Emperor Pete to his far-off castle. 
(If Disney had collaborated with 
National Lampoon, they could've 
called the cart Buy This Game or 
We'll Shoot This Dog.) Mickey's got 
six levels of arduous acrobatics sepa- 
rating him from his encounter with 
Pete: haunted forests, mountains, 
fiery pits, icy slopes, underwater cav- 
erns and, naturally, the castle itself. 
As in Castle, this is the old ‘40s 
Mickey, before he got fashion-con- 
scious: red pants, yellow shoes, over- 
size white gloves. But along the way, 
he'll find three additional costumes 
(the “changing” sequence is a hoot, 
as Mickey pulls a curtain in front of 
himself and tosses clothes over the 
top). Each costume carries its own 
“power”: In his fireman costume, our 
Main Mouse can squirt water; in his 
wizard’s cloak, he can throw magical 
bolts; and, as a mountaineer, he can 
wield a grappling hook. Some levels 
require you to change 
costumes frequently; 
others, hardly at all. 
TMQ is arguably 
tougher than Castle. 
Castle had very few 


secret items or loca- 


tions; TMQ has a lot of hidden : 


bonuses, doorways and stores (where 
you can spend coins you find 
throughout the game). This gives 
TMQ some decent replay value. It has 
subbosses and some mildly tricky 
puzzles and obstacles. It does not 
have a practice level for the kiddies, 
the way Castle did. But, to balance all 
this out, TMQ has unlimited contin- 
ues (that drop you at any of the 
numerous sublevel points). Persistent 
players could probably finish TMQ in 
two to three hours on easy difficulty. 
But don’t play it that way; go for diffi- 
cult or, at least, normal. Avoid the 
temptation. Use your self-discipline! 
What are you, a man or a mouse??!! 
The backgrounds and animation 
are simply beautiful. Multiple layers 
are used in most levels for a pseudo- 
3-D effect. The vivid background 
paintings, which scroll in every con- 
ceivable direction, contain numerous 
details that make you want to stop 
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and just take in the scenery; | was 
blown away by the aurora borealis 
that shimmers in and out of existence 
on the icy mountaintops near Pete’s 
Castle. Mickey and the other charac- 
ters exhibit a terrific range of expres- 
sions (Mickey reacts differently 
depending on which costume he’s 
wearing). The boss encounters make 
great use of the SNES’s scaling and 
rotation capabilities; one boss, for 
instance, starts as a tiny black dot on 
the horizon and zooms forward to fill 
the entire screen, the beat of his 
immense wings blowing poor Mickey 
from a moun- 
taintop like a 
dust bunny. 
It's one of the 
most drama- 
tic entrances 
in all of video 
gamedom! 
Curiously, 
though, charm- 
ing graphic 
touches from 
the earlier 
Disney games 
are missing in 
TMQ: Mickey 


| 


a2 


doesn't teeter 
comically if he 
comes_ precari- 
ously close to the 
edge of a drop-off, 
nor does he tap his 
foot impatiently or 
sway from side to 
side if you let him 
stand in one place 
too long. It was lit- 
tle details like 
these that helped 
make Castle so 
memorable, but 
they’re no big deal. 

Musically, it’s 
amazing how 
much TMQ sounds 
like Castle. The 
themes are jolly 
and bouncy; even 
the threatening 
music during tense 
moments has a 
light, childlike 
quality that says, 
“Hey, this /s a Car- 
toon and we're all 
having fun here, 
right?” The sound 
effects are humor- 
ously exaggerated, 
though | would have liked to hear 
some of the characters’ “real” voices. 

You may want to keep TMQ in 
your cart collection despite its easi- 
ness. The whole package is such a 
good showpiece, such a good exam- 
ple of how visually compelling, nonvi- 
olent and enjoyable a video game can 
be, that you'll want it around for an 
occasional replay and to show it off to 
your family and your Genesis-playing 
friends who think they’ve got a lock 
on superior Mickey games! 

—Josh Mandel 

Capcom USA 
3303 Scott Blvd. 
Santa Clara, CA 95054 
(408) 727-0400 
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For the Nintendo Entertainment 
System (N/A) 


Le A ede of ri 
PLAYABILITY 


OVERALL 


If you're not familiar with Mega 
Man by now, you’re probably not an 
NES owner. This is now the longest- 
running series of 
video games to 
appear in. this 
country, and it’s 
particularly note- 
worthy because it 
hasn't “jumped 
ship” to continue 
on a 16-bit game 
machine (like 
Priantasy” Star. 
Castlevania and 
Super Mario Bros. 
have done). A 
third Game Boy 
adventure IS 
about to appear, 
but Capcom’ has 
been wise enough 
to keep the num- 
bering systems 
different. 

A challenging 
run-and-jump 
game on a par 
with the first four 
games, Mega 
Man 5 features 
Che TECUC, Ot 
Mega Man’s dog 
Rush (first seen in 
the third install- 
ment) as well as 
Dr. Cossack, the 
TO | ee 
Mega Man 4, who 
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has apparently had a change of ij 


heart and joined forces with 
Mega Man’s friend and creator, 
Dr. Light. (Hmmoicdidn'’t thes 
same thing happen to the villain- | 
ous Dr. Wily after he was 
defeated at the end of Mega Man 
2?) Anyway, Dr. Light has been 
kidnapped by Protoman—a pro- 
totype Mega Man gone bad— 
and our hero must face eight 
new bosses and fight through | 
the evil robot's lair to rescue the 
good doctor. 

As convoluted as it 
all sounds, you don’t 
need a scorecard to fig- 
ure out who your ene- 
mies are in any of the 
Mega Man games; you 
rin, You TOMp: "vou 
shoot at everything you 
see. The hallmark of the 
series to date has been 
the excellence of its 
audiovisual effects, and, 
of course, the graphics 
and sounds in this new 
installment are of equal 
quality. 

Curiously, Capcom has 
never made any attempt to 
refine the main character or 
change his appearance in any 
way—which is testament to 
the excellence of the first 
Mega Man adventure. (Re- 
leased here in 1989, the origi- 
nal game received very little 
initial attention and is now 
considered a collector’s item 
in some. circles.) kote of 
bright colors and throbbing 
tunes, catry Vou from (one 
stage to the next, and the 
play. control is: typically 
superb. 

So what's different about 
Mega Man 5? Well, there are 
some interesting scenarios: 
low gravity for super-high 
jumping in the Star Man 
stage, a wild ride on a jet- 
powered boat in the Wave 
Man stage and hilariously 
confusing upside-down 
action in the domain of 
Gravity Man. Again, the 
game is typically long and 
full of action, but it isn’t sig- 
nificantly better than the 
first four video games—it’s 
just another excellent Mega 
Man game. 


i 


You know what I'd really like to 
see? As a “last hurrah” for the dying 
NES, wouldn't it be great if Capcom 
put together a limited-edition boxed 
set of Mega Man 7 through 5, com- 
plete with a thoroughly researched 
booklet explaining the character’s his- 
tory and development? How about 
throwing in a couple of extras—say, 
collector pins or trading cards that 
depict each of the 40-odd boss charac- 
ters that have faced Mega Man over 
the years? Bring it out at a reasonable 
price, and man, it’d be the ultimate gift 
for the NES owner—a piece of history, 
a veritable family heirloom. Hey, | can 
dream, can't I? 


—Chris Bieniek 
Capcom USA Inc. 
3303 Scott Blvd. 
Santa Clara, CA 95054 
(408) 727-0400 
EDITORS’ CORNER 
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Roger Clemens’ 
MVP Baseball 
ACCLAIM 
For the Sega Genesis ($49.95) 


SOUND/MUSIC 


GRAPHICS 


PLAYABILITY 


OVERALL 


Reviewing can be tricky sometimes. 
(No, really.) You don’t want to judge a 
game simply by comparing it to others 
and saying, “It’s better than this, but 
worse than this.” At the same time, 
you have to compare it to similar 
games that set the standard for graph- 
ics and game play. Such is my 
dilemma with Roger Clemens’ MVP 
Baseball. |t's a decent game on its 
own merits (with one big flaw, but 
more on that later), but, compared to 
other Genesis baseball games, it sim- 
ply doesn’t make the grade. 

MVP Baseball supplies you with 26 
fictional teams (with typically goofy 
names like the Oakland Cobras and 
Houston Mustangs) in two divisions 
and four subdivisions. The National 
Division has 12 teams, while the 
American Division has 14, and the 
American Division teams use the des- 
ignated hitter rule. 

There are two modes of play: exhibi- 
tion game (for one or two players) and 
regular season (for one player only). 
The regular season is 33 games long in 
the National Division, 39 games in the 
American. Win your division, and you 
make the playoffs; win the playoffs, 
and you're the world champion. 

MVP Baseball looks and plays like 
just about every other baseball game— 
with one big difference: When the ball 
is hit, the game switches to a “camera 
angle” behind the fielder nearest the 
ball. Various buttons make the fielder 
run, jump, dive and throw, 
and the game continually 
changes “camera angles” 
to follow the ball around 
the field. It's a very impres- 
sive effect. 

Too bad the keen camera 
angles don’t make up for 
the bungled pitcher/batter 
sequence (which is the 
most important part of any 
baseball game). With most 
baseball games, you have a 
high degree of pitch control; 
in MVP Baseball, curves are 
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very hard to throw for strikes, making it 
almost impossible to keep the batter 
guessing. Instead, he can simply wait 
on the fastball, which you'll throw right 
down the middle, because that’s the 
only way you'll get a strike. 

But wait, it gets worse. In a one- 
player game, the computer pitcher 
almost invariably throws change-ups, 
straight across the plate, like he’s pitch- 
ing batting practice instead of an actual 
game. This com- 
pletely ruins the 
regular-season 
mode, since the 
games become lit- 
tle \;more’ than 
home run derbies. 

Other problems 
include the shad- 
ow of the ball dur- 
ing the pitcher/ 
batter sequence 
(which is, | kid you 
not, a small black 
X); the useless 
“Rocket Talk” ad- 
vice option (most 
of Roger Clemens’ 
advice is, to quote 
Ross Perot [any- 
body remember 
him?], “obvious to 
the brain dead”): 
and the lack of 
managerial op- 


tions (no outfield or infield shifts, no 
pinch-runners and so on). 

MVP Baseball gets points for its 
unique graphic presentation, but not for 
much else. Tengen’s RBI Baseball 4 and 
Sega’s SportsTalk Baseball both have 
real major league rosters and superior 
game play. MVP Baseball is worth a 
look if you plan to play with a friend, but 
as a solo game, | don’t recommended it. 

—Zach Meston 
Acclaim Entertainment 
71 Audrey Ave. 
Oyster Bay, NY 11771 
(516) 624-8888 


VIDEOGAMES & COMPUTER ENTERTAINMENT 


ou’ve Seen Dogfighting. 


Beads of sweat crawl into your eye 
sockets. Chills shoot up your spine. Fingers 
fumble for control. That's what you can 
expect when you squeeze into the cockpit 
of Super Strike Eagle, the most realistic flight 
simulation ever created for the Super NES” 


Twist and bend your way through enemy 
fire with wild roll and pitch functions. 
Vaporize enemy targets with awesome 
firepower. Blast a friend clear out of the sky 
in head-to-head competition mode. Or, bark 
commands at your friend as you fly together 


Super Strike Eagle will challenge you with in the same F-15. 


outrageous aerial dogfights in 7 explosive 


Super Strike Eagle from MicroProse. Any 


war theaters. Each brought to life by vivid graphics and other flight sim is for the dogs. To order, visit your favorite 
eardrum-popping stereo sound! retailer or call 1-800-879-PLAY! 
LICENSED BY Astaro ™ 


Saal of Quality 


SUPER NINTENDO. 


ENTERTAINMENT SYSTEM 


(Nintendo) sate es 


© 1992 MicroProse Software, Inc. ALL RIGHTS RESERVED. Nintendo®, Super Nintendo Entertainment System® and the official seals are trademarks of Nintendo of America Inc.© 1992 Nintendo of America Inc 
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Cybernator 
KONAMI 
For the Super NES (N/A) 
SCUND/MUSIC 
GRAPHICS 
PLAVABILITY 


PULP ES ATE 
OVERALL 


Imagine a RoboCop-type character 
on steroids, in the Marines and blast- 
ing his way through spaceships and 
other installations, and you have a 
hint of what Cybernator is all about. 


q 


[ have a bad feel iNdggene 4 


about this. 


As an elite Cybernator warrior, and 
part of the mechanized Marines of the 
21st century, the future looks grim. 
The Earth’s fossil fuel supplies are 
dwindling, and control over the 
remaining mines, as well as access to 
territory on the moon, is up for grabs. 
Problems arise as the Axis powers 
and Pacific States quarrel, and war 
breaks out. 

Drafted into the Marine Corps of 
the Pacific States, you are one of the 
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few, the proud, the talented 10% who 
have managed to master the controls 
of the Cybernator “suit”—a five-story, 
five-ton, heavily armored, personal 
battle machine. You fight not for pride, 
nor for glory, but because you are a 
soldier and it’s your job. 

Your suit comes equipped with sev- 
eral features: An advanced cannon 
with 360° rotation, three-way firing 
and the capability to handle vulcan 
shells; a laser; and homing missiles 
are your primary means of attack. For 
close-up encounters, your suit also 
packs a mighty “Knucklizer” punch. 
An indestructible shield may be called 
up at any time to deflect enemy shells, 
shrapnel or fallout from explosions. 
Powerful antigravity leg units, com- 
bined with nuclear-fission thrusters, 
serve to keep your movements nimble 
as you move about—all in all, quite a 
formidable outfit. 

The action starts out with a nicely 
animated graphic story line and great 
background music. There are seven 
levels to complete in order to defeat 
the Axis powers, each separated by an 
introduction and a mission briefing 
describing your goals for the coming 
area. Half of the screen depicts a map 
of your objective, and a smaller, radar- 
like version may be brought up at any 
time during your mission to help you 
get your bearings. 

The missions are quite different 
from one another, with excellent 
scrolling and graphics throughout. 
Fire your vulcan gun and 
spent shells fly out behind 
your suit by the handfuls. 
Pockmarks spread along 
the floor as your shells 
strike before you and 
enemy emplacements ex- 
plode. Combine this with 
the heavy thudding sound 
effects, and you can al- 
most feel the powerful 
recoil of your guns. 

Your suit starts out with 
only the vulcan weapon, 
but power-ups are available for adding 
the others. Power-ups for health and 
weapon strength are also scattered 
throughout. One life with three possi- 
ble continues are all you get to accom- 
plish your missions. | say possible 
continues because you can live 
through a mission without accom- 
plishing the main objective, in which 
case the game ends. 

Although | enjoyed the game quite 
a bit, | wonder somewhat at how long 
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it will take the average player to finish 
it. Seven levels isn’t much, and the dif- 
ficulty factor up to the fifth level 
wasn't too intimidating, though things 
start to get hairy from there. Longevity 
questions aside, the game play is 
solid. Cybernator is definitely worth 
checking out. 

—Brent Walker 
Konami 
900 Deerfield Parkway 
Buffalo Grove, IL 60089-4570 
(708) 215-5100 
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If you think you: have what it takes io edit, rwmixc and create your own explosive, 
high-impact, incredibly Cool, absolutely new 
music videos (or mega rap act Kris Kross and 
global super group C+C Music Factory... 


- Wraat — 
areYVVaalting <> 


for 


Strap yourself in. And get ready to experience a 


massive rush of intense wall-to-wall sound, digitized live-action video and 


in-your-face challenges by real artists or a celebrity veejay. All you need to 


hottest, freshest 


the artists themselves. Kris Kross and C+C Music Factory—two 


from the veejay or 


revolutionary interactive music videos from Sony Imagesoft for Sega CD. 


COMIC, | = = e A Palea ™ 

MAKE«MY«VIDE oO” a LICENSED BY SEGA OF AMERICA, INC S 
FOR PLAY ON THE SEGA CD™ SYSTEM IMAG ESOFT 

C+C Music Factory/Make My Video and Kris Kross/Make My Video are distributed by Sony Imagesoft, 9200 Sunset Boulev ard, Suite 820, Los Angeles CA 90069, ©1992 Sony Electronic Publishing Compan) sti Digital Pictures, Inc. Games ns ae for Sony Images 

Digital Pictures, Inc. Sony Imagesoft and Imagesoft are trademarks of Sony Electronic Publishing wombat eee Video” is a trademark 0 ee Pictures, i. C+C Music Factory appears c i he at Sony Music Entertair anh ite ©1990 Sony Music a erta inme nt Inc 

®1990 Sony Music Entertainment Inc. Kris Kross appears courtesy of Sony Music Entertainment Inc. © 1992 Sony Music Entertainment Inc. ® 1992 Sony Music Entertainment Inc. All rights reserved. Sega and i CD are trademarks of Sega aed rprises, Ltd. All rights reserved 
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Bros. 


TTl 
For the TurboGrafx-16/ 
- Turbo Duo ($49.99) : 
TG-16 owners: TurboGrafx-CD 
required. 


SOUNDAMUSIC 


7 sities 11 STAGE 
_ GRAPHICS ms TINE BONUS 9200 
Seay m NEXT EXTEND Sso0000 
— AND : 
OVERALL : ae 7 i 9 


VERE! 


Remember Pang, the highly cute, 
highly playable arcade coin-op from 
1990? Well, this here’s a dead-on 
conversion with a spiffy new name. 
(You may have already seen the Super 


weapon for a few moments if you're 
hit by them. (You can destroy the 
creatures with a few weapon shots.) 
The graphics are very nicely drawn, 
and I'd bet the left side of my brain 
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NES version, released by Capcom.) 
Whatsat? You never played Pang? 


= 


that they look exactly like the coin-op. 
| would have liked to see animated 


ie 


Well, it’s simple really. You're an fig stata asa cakes on m| background scenes instead of the still 


adventuresome sort armed with a 
harpoon gun, and you’re traveling 
around the world (by yourself in one- 
player mode or with a friend in two- 
player simultaneous mode), stopping 
in 17 different locations to pop a 
bunch of bouncing balloons. There are 
three stages in each location, making 
51 stages in all. You can start from any 
of the first ten locations, whichis 
good, since there are no passwords 
and only two continues. 

In each stage, there are a number 
of balloons bouncing around the 
screen (which is generously laden 
with ladders and platforms). Your goal 
is to shoot the balloons with your 
harpoon weapon before time runs out. 
When a balloon is hit, it breaks into 
two smaller balloons, which in turn 
split into even smaller balloons that 
are destroyed when shot. The smaller 
balloons bounce much lower on the 
screen, which makes your life even 
tougher. If you’re touched by a 
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pictures that are used, though. The 
sound effects are good (the balloons 
give off a particularly satisfying pop), 
but the music is very, very average. _ 

Which brings me to the only fault | 
can find with Buster Bros.: Why the 
heck is it on CD-ROM? Take away the 
SO-SsO music and the nonanimated 
reward screens after each level, and 
you've got a game that could easily fit 
on a TurboChip. Capcom was able to 
cram the game onto a cartridge while 
retaining all of the playability; why 
couldn't Turbo Technologies do the 
same? Releasing the game as a CD- 
ROM just prevents Turbo owners 
without CD-ROMs, and TurboExpress 
owners, from sharing in the fun. (At 
least it also prevents those idiotic 
weasels with cartridge copiers from 
pirating the game.) 

Buster Bros. is a very enjoyable 
shooting game with a little platform- 
game and puzzle-game action mixed 
in. It's just too bad that the majority of 


balloon, you lose a life. TINE BONUS 6400 PTS TurboGrafx-16 owners won't get to 


Powerful weapons are available NEXT EXTEND -20000 PTS find out. 


during each stage to make the 
balloon-popping easier, 
such as the double 
harpoon (which allows 
vou fo shoot’ Two 
harpoons instead of just 
one) and the gun (which 
fires faster than any 
other weapon, but can’t 
break through certain 
Diatiorms,.,that, the 
harpoons can). To make 
things even more 
interesting, there are 
nasty creatures buzzing 
around the screen that 
cane "disable your 
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—Zach Meston 
Turbo Technologies Inc. 
6701 Center Drive West, Suite 500 
Los Angeles, CA 90045 
(310) 641-4622 
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CIRCLE #125 ON READER SERVICE CARD. 


DATA EAST 
For the Super NES ($49.95) 


SOUND/MUSIC 
GRAPHICS 
PLAYABILITY 


OVERALL 


| was very disappointed when | first 
found that Dragon's Lair for the SNES 
was nothing like the arcade laser-disc 
Original. Besides limitations with the 
system’s graphics and memory (if 
any), why would the game makers set- 
tle for turning Dirk the Daring’s adven- 
ture into just another formulaic sword 
slasher? 

This misgiving quickly waned after | 
played it. For one, there are hardly any 
SNES titles in this gaming category 
that are as well executed and playable 
as Data East’s Dragon’s Lair. And this 
one is extremely challenging—make 
that difficu/t—to finish in a couple of 
tries, even when playing the suppos- 
edly “easy” mode. 

Also, | realize the designers meant 
to translate the original Dragon’s Lair 


nate ee ie 
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in the same 
fashion that fea- 
ture films are 
brought to the 
video-game 
screen: by tak- 
ing characters 
and elements 
from the story, 
and developing 
game screens 
based on plot 
Situations. This 
makes sense 
when you take 
a into account 
me that the laser- 
ma disc game 
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played more like an interactive movie 
than a traditional arcade coin-op. 

The game’s plot is a rescue mis- 
sion—you know, a princess needs sav- 
ing. In this case, it’s the scantily clad 
Princess Daphne, held captive in the 
Castle Mordroc by Singe the dragon. 
Dirk the Daring, of course, is the hero. 
He has to hot-step it into the evil cas- 
tle, slay a bunch of evil creatures and 
then slay Singe himself to get to the 
winsome Daph. 

Dirk’s primary weapon is his sword. 
A press of the button makes him pull 
the sword from its sheath and hike it 
into ready position. Release the button, 
and he swings it with the expected 
“swish.” There are an additional three 
kinds of throwing weapons (only one 
of which Dirk can have at a time) found 
by slashing gems scattered throughout 
the levels. They can be axes, knives or 
bladed stars that boomerang back to 
injure Dirk. 


Completing a level 
mainly involves leaping 
Dirk from platform to plat- 
form and slashing snakes, 
trolls and some of the 
adversaries from the laser- 
disc game—but most of 
the characters from the 
original Dragon’s Lair star 
as giant monsters that 
must be destroyed so Dirk 
can advance to the next 
stage. Dirk also negotiates 
ropes, moves weights or 
f anvils, bounces on springs 


and swims through water inside an 


enclosed air bubble. 

The goal is to find an exit in each 
level, after which a map of the castle is 
shown, and the player can move from 
the just completed level to another 
One. Since there is usually more than 
one exit to be found, some will simply 
return Dirk to where he originally 
started. Levels already completed may 
be played again to earn extra life 
energy for Dirk or to gather other 
weapons. 

Though the sword handling might 
seem a little slow initially to begin- 
ners, it's preferable to depending on 
the throwing weapons. Dirk’s slip-foot- 
edness takes getting used to as well, 
since he doesn’t arrive at a complete 
stop as soon as the controls are let go. 
But these things of the vid-game Dirk 
mimic the grace and fluidity of the car- 
toon hero. 

Speaking of which, the only thing 
missing from this Dragon’s Lair is the 
fine animation of Don Bluth and com- 
pany. It would have been a great 
touch if animated shorts derived from 
the laser-disc coin-op had been imple- 
mented between stages of the game. 
That's all that’s missing from an other- 
wise fine translation. 

—Howard Wen 
Data East USA 
1850 Little Orchard St. 
San Jose, CA 95125 
(408) 286-7080 
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Sewer Shark for the Sega ‘CD blasts you into 
a radical new world of gameplay with devas- © 
tating digital video of live actors, explosive 
CD sound.and the hyper-charged power of a 
simulation-shooter. Interact one-on-one 
with ace tunnel-jockey Ghost and the devi- 
ous, fat-faced Stenchler. Your mission’s 
clear: transport supplies to human out- 
- posts deep in the sewers...and fry any- 
thing that ‘gets in your way. React with 
lightning-fast speed to flight instruc- 
. tions transmitted by your computer- 
ized droid. Navigate, fire and streak 
_ deeper into toxic tunnels, Miss a 
‘turn and you're history. But make it 
all the way...and you’re in Solar 
~ City, maxin’ out to beaches, babes 
and awesome: rays! Sewer Shark 
. for the Sega CD. 


_ 


it’s a whole new game. 


LICENSED BY SEGA OF AMERICA, INC. 
FOR PLAY ON THE SEGA CD™ SYSTEM 


‘ 


Sewer Shark is distributed by Sony Imagesoft Inc., 9200 Sunset Boulevard, Suite 820, Los Angeles CA 90069. Sony Imagesoft and Imagesoft are trademarks of 
Sony Electronic Publishing Company. Sewer Shark developed for Sony Imagesoft by Digital Pictures, Inc. © 1992 Digital Pictures, Inc. All rights reserved. Sewer Shark 
is a trademark of Hasbro, Inc. Sega and Sega CD are trademarks of Sega Enterprises, Ltd. All rights reserved , 


‘ CIRCLE ¥126 ON READER SERVICECARD ~ 


FOR PLAY ON THE SEGA CD™ SYSTEM. IMAGESOFT 
™ 


Vii 


PGA TOUR Golf Ii 
ELECTRONIC ARTS 
For the Sega Genesis ($59.95) 


SOUND/MUSIC 


GRAPHICS 


PLAYABILITY 


OVERALL 


EA practically owns video-game 
sports, shrugging off most of the com- 
petition with ease (with the notable 
exceptions of basketball, which seems 
to be a source of endless near misses 
for EA, and baseball, where it doesn’t 
even seem to be competing). The Gen- 
esis version of EA’s PGA TOUR Golf 
was a visually disappointing but very 
playable simulation of the PGA tour; 
now a lot of improvements have been 
made to the original. The result: Still 
visually disappointing, but even more 
playable...the biggest and richest golf 
video game on the market. 

Let’s get the minor unpleasantries 
out of the way. As in the first PGA 
TOUR Golf (not just the Genesis ver- 
sion, but the IBM PC version as well), 
the graphics are mediocre. The palette 
is limited, the colors are few and what 
colors there are tend to be cartoonish. 
There is some dithering of the roughs 
that wasn’t in the original, but this is a 
small touch that doesn’t add much to 
the graphic appeal. 


Hole #3 


TPC at Eagle Trace 


fies “Club selection means everything on this 
a4 medium length per 3. Watch the wind to help 


you uath your choice.” 
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GAME 


EOME OF 


SAWGRASS 


Ponte Vedra, Fis 


BDistance-"22 yds 


Club- Driver 


The other limitation centers around 
aiming. The game automatically aims 
for you, and you have the option to 
change it if you want to try a unique 
approach. But the lack of 
detail makes this awkward; 
you often can’t see the pin 
or the hazards, and you 
may have to switch back 
and forth from the over- 
head view in order to figure 
out how to adjust your aim. 
(The amazing computer 
game LINKS 386 Pro has a 
small but terrific feature 
that zooms the pin into 
view temporarily, helping 
you orient your aim; EA 
could take a lesson from 
that and some of the other 
features in that program.) There are 
numerous other ways to view each 
hole, such as with a movable camera, 
an automatic flyby or a close-up grid 
of the green, but they’re slow and not 


too convenient. When putting, the 


aiming cursor is located above the 
green, nowhere near either the hole or 
your ball, again making a change of 
aim more cumbersome than need be. 
Now for the good news, and there’s 
lots of it: seven, count ‘em, seven full 
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| Club: Putter 
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courses, as well as a putting green 
and a driving range; practice, skins 
and tournament modes; four-player 
capability (with computer-controlled 
or human players); battery backup (get 
this—the game constantly updates 
and memorizes al// your stats); instant 
replays; digitized sounds (including a 
nice series of loud moans or groans 
for your near-misses); drop-down 
menus; draw and fade shots; and dif- 
ferent golfer animations, depending 
on whether you drive, chip or putt. 
Altogether, this is nearly as sophisti- 
cated a golfing package as most com- 
puter golf games. 

As in the previous version of the 
game, you're given constant updates 
as to the state of the PGA tour, and 
real players are featured. The manual 
is an exhaustive guide not only to the 
video game, but to the tour itself, the 
players and the courses. 

It's clear that EA is going all out to 
capture the video-golfing market, 
much as it’s done with hockey and 
football. Now if it could just produce a 
golfing game that /ooks as good as it 
plays (True Golf Classics for the SNES 
would be a good role model for graph- 
ics), it would have an unqualified win- 
ner. Even so, PGA TOUR Golf Il is the 
video golf game to beat. 

—Josh Mandel 
Electronic Arts 
1450 Fashion Island Blvd. 
San Mateo, CA 94404 
(800) 245-4525 


Mike felt it was an improved sequel, and 
Andy called it a strong golf game with. 
lots of options. Chris thought the anima- | 
tion was still a bit jerky. | ie 


VIDEOGAMES & ComputTER ENTERTAINMENT 


TANE CONTROL OF THE SHIES! 


You're ambitious, you thrive on power 
and you want to be rich. Well, here’s 
your chance. As the CEO of your own 
airline operation, negotiate around the 
globe for holding slots, invest in 
planes and set up new routes. 
Establish your hub and then expand 
outward. Plane maintenance, advertis- 
ing and service will distinguish you 
from the rest. Gain market share with 
cut-rate ticket prices, but be carefull to 
stay out of the red. 


SCREEN as ape FROM SNES VERSION Launch special T.V. campaigns to increase name 

Ee recognition. Invest in outside charter companies to 
raise revenue. Arrange board meetings to gather 
information from field managers. 


BUILD A HOTEL 


Aggressive competition, hijackings and strikes will 
continually strain: your cool and threaten your cor- 
poration. You’re the CEO and you're in charge! 


CALL A BOARD MEETING SNES VERSION: 


> 8 MEGABIT CARTRIDGE 
> 64H RAM 

> BATTERY BACH-UP 
Se > 1-4 PLAYERS 


a> REALISTIC BUSINESS 
STRATEGY 


“Coming soon to Sega Genesis!” 


KOEI Games are available for all systems in 
retail outlets nationwide! If you can’t find 
the KOEI product you are looking for, call 


ne — us at (415) 348-0500 (9am to 5pm PST ) 
ile 


1350 Bayshore Highway, Suite 540, Burlingame, CA 94010 
S - Aerobie is a trademark of Koei Corp, Nintendo, Nintendo Entertainment System, Sega, Sega Genesis 
_——Ss and the official seals are trademarks of Nintendo of America and Sega of America. 
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How is the new NFL Sportstalk Football ’93 better than the previous one? 
For starters, we used a new process called digitized animation. It’s about ten times more realistic, because we actually 


filmed an NFL player, Marcus Wilson, running through the plays. We then digitized the image, so it’s virtual reality. 


Noconmtracts. 


How are the plays different? 
The previous game had 50 or so plays. The new one has thousands. | worked with Joe Montana to develop a play book 


based on the real NFL team plays, and each team’s plays will be different. The more plays you know, the better you'll do. 


Ros chee Sey 


So it’s like coaching a real team. 
Exactly, right on down to knowing the characteristics of individual players and teams. Your skill at choosing 


the right play at the right time determines whether or not you will beat the opposing team. Just like the real thing. 


Foezalif-tirme entertainment. 


Could it actually be used to train real players? 
Actually, people have said that it would make a good coach's helper, kind of like a live textbook. | used to play football 
with the guy who developed the game for Sega. And when he approached me to do this, the goal was that it was to be 


the most realistic and authentic video sport game out there. | think we succeeded heavily. It’s a really terrific game. 


(Other than that, pretty realistic football.) 
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Super Strike Eagle 


MICROPROSE 
For the Super NES ($69.95) 


SOUND/MUSIC 
GRAPHICS 


PLAYABILITY 


OVERALL 


You'd expect that MicroProse, the 
company behind premier F-15 flight 
simulators for home computers, would 
bring a similar quality simulation to 
the SNES. Nope. Should it be any sur- 
prise that Super Strike Eagle is less of 
a jet-fighter simulator in terms of F-22 
Interceptor for the 
Genesis and more 
of a “Nintendo- 
friendly” shooter 
like Top Gun Il and 
Ultimate Air Com- 
bat for the old 8-bit 
NES? Perhaps not. 
There is one posi- 
tive thing going for 
Super Strike Eagle: 
It's a pretty good 
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Nintendo-friendly 
shooter. 

Super Strike 
Eagle presents 
four theaters, 
each with its own 
day and night 
flight missions. 
There are real- 
life-inspired Libya 
and Persian Gulf 
scenarios, as well 
as speculative air 
assaults on Cuba and North Korea. 
Basically, a mission involves flying 
into enemy airspace to blow away a 
target while dogfighting any MiG-29s 
sent out to stop you. 

Upon being briefed of your military 
objective (and told how many points 
and other bonuses you'll get for blow- 
ing up certain things), you take off in 
your F-15 from the deck of an aircraft 
carrier. From there, a map is shown, 
designating your jet, any enemy MiGs 
and the country you're to invade. A 
first-person view of the jet cockpit, with 
heads-up targeting display, comes up 
when you and a MiG are within range 
of one another. The dogfight begins, 
and the limited weapons at your dis- 
posal are cannon guns and any air-to- 
air missiles your F-15 might have. 

Should you survive the aerial com- 
bat, the screen changes to an over- 
head view of your jet with the land or 
sea below it. Avoiding flak bursts and 
antiaircraft fire, you follow your 
plane’s navigation arrow to the final 
target, a military installation, that you 
are to destroy with air-to-ground mis- 
siles. Along the way, you can—and 
should, if possible—take out air bases, 
missile launchers and other setups, 
too, so that your plane won't be 
harassed by attacks from them. After 
the primary target is blown up, it’s 


back to your own flight 
carrier or air base, where 
you get your next mission 
briefing. 

A weapons systems 
screen can be called up 
where you will adjust the 
F-15’s navigation arrow to 
track either the enemy tar- 
get that needs to be blown 
up Or your Own carrier or 
air base, where you can 
land for repairs and 
rearming. The weapons 
systems screen also lists 
weapons remaining for 
your jet and any damage 
to it. A second player can be the 
Weapons Systems Officer, using the 
second controller to keep track of all of 
this information for the pilot; but the 
role of the WSO is pretty useless, as 
this person doesn’t do much. 

It's the sound, not the graphics, of 
Super Strike Eagle that really puts you 
in the game. The graphics are okay, 
but the dogfighting cockpit view 
comes across as pretty average. The 
takeoff, landing and overhead bomb- 
ing sequences look the best, and the 
bombing run is the most fun to play. 
The result is that the first-person view- 
point appears out of place with the 
entire game. 

The designers behind Super Strike 
Eagle wanted a jet game that looked 
like a flight simulator while it played 
like an arcade shooter. They should 
have done the obvious to make this 
game better, rather than trying to have 
it both ways: Drop the cockpit view- 
point for a third-person view of the F- 
15 for the dogfights. Sure, this would 
completely depart from MicroProse’s 
flight simulator traditions, but, alas, 
Super Strike Eagle already does so 
anyway. 

—Howard Wen 
MicroProse 
180 Lakefront Drive 
Hunt Valley, MD 21030 
(410) 771-1151 
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Aerobiz 


KOEI 
For the Super NES ($74.95) 


SOUND/MUSIC 
GRAPHICS ; 
PLAYABILITY 


OVERALL 


It seems to me that simulations are 
the perfect combination of education 
and entertainment. In the guise of a 
game, they let you dabble in some 
exotic real-life activity without the risks 
inherent in the real world. And while 
you're struggling to win a carefully 
planned scenario, you're painlessly 
learning important lessons in finance, 
sociology, biology, physics and any 
one of hundreds of other fields of 
study. Luckily for those who are 
inclined, more and more simulations 
are being released for video-game 
consoles every day. One of the most 
recent is Koel’s excellent Aerobiz. 

In this fascinating airline simula- 
tion, you get to take over a major air- 
line. And, as the company’s CEO, it’s 
up to you to guide the company from 
its fledgling beginnings through its 
growth into a major world financial 
power. As you struggle to keep your 
company in the air, you'll need to 
spend money wisely, make sound 
investments, Supervise your man- 
agers, Maximize profits and do every- 
thing in your power to ensure a solid 
bottom line. 

Although Aerobiz is always a four- 
player game, any or all of the players 


may be run by the computer, so you 
will never be stuck without competi- 
tion. In addition, you can set up that 
competition most anyway you like, by 
choosing a scenario, a company 
name, a difficulty level and even your 
starting headquarters. Once you've 
got the game options set the way you 
like them, you will be awarded the job 
of CEO and set off on your long and 
challenging climb toward the financial 
pinnacle. 

Once you take over as CEO, your 
first task is to open new routes and 
assign planes to them. This process 
requires that you not only locate cities 
in which you've successfully negoti- 
ated for slots, but also assign to the 
routes the type and number of planes, 
as well as the number of flights per 
week those planes will make. Finally, 
after setting up the route, you set the 
fare, which puts your planes into 
action. 


Because you can set up routes only 


to cities in which you have been 
awarded slots, you must keep your 
managers constantly negotiating for 


VIDEOGAMES & COMPUTER ENTERTAINMENT 


new slots in cities all over the world. If 
they don’t keep hopping, the competi- 
tion will get access to all the major air- 


ports, leaving many of your planes 


land-bound. 

Negotiating for slots is only a small 
part of the business, though. You 
must also order new planes to assign 
to new routes; build new branch 
offices, from which you can create 
new routes; manage the company’s 
budget by providing the funds for 
repairs, advertising and service; and 
even administer the money set aside 
in the budgets to market specific 
routes, hotels and networks. If you fall 
behind in any of these important busi- 
ness activities, you'll surely lose your 
seat at the head of the board. 

If you stay on top of your business, 
your airline will grow like a weed over 
a septic tank. You'll be able to increase 
your service by building hotels, buy- 
ing more planes and opening a huge 
network of routes. A successful airline 
will have a flight going just about any- 
where passengers want to go. In the 
end, it will be the company that pro- 
vides the most for the least that'll 
champion the skies. 

In short, Aerobiz is a fascinating 
game from a company with a long line 
of excellent strategy games. My guess 
is that this game will be a highflier for 
some time to come. 

—Clayton Walnum 
Koei Corp. 
One Bay Plaza, Suite 540 
Burlingame, CA 94010 
(415) 348-0200 
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Samurai Ghost 


TTI 
For the TurboGrafx-16/ 
Turbo Duo ($54.99) 


SOUND/MUSIC 


GRAPHICS 


PLAYABILITY 


OVERALL 


If you're like me, it’s such a big let- 
down when you have to play a game 
without knowing the exciting back- 
ground and story line that accompa- 
nies it (no-cough-documentation), so 
bear with me. 

Basically, the game consists of one 
ghost samurai (that’s you), traveling 
through several different areas of 
some land, slicing up monsters and 
bosses along the way. A horizontally 
scrolling jump-and-slasher, you might 
venture to Say. 

Seriously though, although there 
arent any complex moves, special 
weapons or other major dress-up 
items to make this one particularly 
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different from others you may 
have seen, the old cliché still 
holds true: There is always room 
for another game of X type, if it’s 
a good one. 

Samurai Ghost starts out with 
a large map, displayed as a por- 
tion of an unrolled scroll, that 
shows your character’s position 
and current progress, as well as 
those areas that haven't yet 
been beaten. 

Each “zone” (of which there 
are six, as far as | can tell) con- 
sists of three or four areas 
before the boss arrives. Zone 
labels such as “volcanic zone,” 
“arctic zone” and the “hurting 
zone” give an idea of what lies 
ahead. At the end of each zone, 
a large portal appears (similar to 
the ones found in Karateka, for 
those who remember it), which 
will take you to the next area. In 
some areas, two gates are visi- 
ble either at the end of a level or 
after a boss has been defeated. 
These provide some variety 
to the game, as each of the 
gates leads in a different 
direction, through different 
(and possibly more diffi- 
Cult) areas. 

Your samurai starts 
each game with three lives 
and unlimited continues. 
Each life is measured by 
several candles at the top of 
the screen. Take a hit, and a bit 
of candle disappears. If you 
make it through an area, but 
with only a small stub of can- 
die 4ett, not to worry: Your 
health is restored to a mini- 
mum of four candles at the 
beginning of each level. Health 
power-ups scattered about also 
help keep your “ghost” in 
prime fighting condition. 

Although unlimited continues 
often serve to make a game too 
easy, and therefore reduce its 
playlife, here they definitely 
come in handy. Enemies are 
plentiful, and, when mixed with 
natural obstacles such as slip- 
pery ice in the arctic areas, lava 
pits, falling rocks and lightning 
bolts from above, there is little 
time to relax. Archers who 
shoot flaming arrows, frogs that 
will attach themselves to your 
legs to suck the life out of you, 
huge ants that take up half the 
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screen and giant worms that crawl 
upon the ceilings of underground 
caverns all apparently have a lusting 
for samurai bones to munch on. 

Add to this package some good 
graphics and an energetic sound- 
track, and Samurai Ghost turns into 
a pretty solid game after all, and 
one that should please most TG-16 
owners. 

—Brent Walker 
Turbo Technologies Inc. 
6701 Center Drive West, Suite 500 
Los Angeles, CA 90045 
(310) 641-4622 
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WINDOWS " version 


previous moves and the 
ability to play by traditional or 
custom-designed rules. | 


t's more mercenary than 
your lawyer, shrewder than 
your accountant, greedier than 
the IRS and tougher than your 
granny. Get ready for the 
most challenging game of 
Monopoly® you've ever played 
with MONOPOLY® DELUXE. 


Enjoy the thrill and excite- 
ment of wheeling and dealing 
as you amass, or reluctantly 
part with, great fortunes 
buying and selling railroads, 
Combining 90's technical — with completely revamped — bucks with dazzling anima- _utilities and properties of all 
know-how with plenty of good _—levels of difficulty and — tion of all ten official types. This game's a must for 
old-fashioned fun, the best- greatly enhanced graphics tokens, easy-as-pie inter- the library of any TRUE 
selling boardgame of all time for your computer! You'll face, a game activity log © gamer or future real estate 
is back and better than ever © get more deluxe for your =‘ that keeps track of all __ tycoon! | ; 


WINDOWS ™ version features all of the DELUXE features listed above plus the added bonus of easier-to-use point-and-click interface. 
MONOPOLY® DELUXE with the ultimate easy-to-use point-and-click interface will be available this fall in PC and WINDOWS ™ versions. 
For more information, pricing and orders, please call 8@G-VRG-IN@7. VISA, MASTERCARD, AMERICAN EXPRESS and checks accepted. 


MONOPOLY® and RICH UNCLE® design are registered trademarks of Tonka Corporation. 
Rich Unde© 1936, 1992 Parker Brothers. All rights reserved. Monopoly © 1935, 1992 Parker Brothers, Inc., a division of Tonka Corporation. All rights reserved. Licensed to Virgin Games, Inc. ©1992 Virgin Games, Inc. 
Virgin is o registered trademark of Virgin Enterprises, Ltd. Windows™ is a registered trademark of Microsoft Corporation. 
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DYNAMIX 
For the Genesis with Sega CD 
($69.95) 
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Sierra isn’t taking any chances in 
deciding which of its popular com- 
puter titles should be ported over to 
the Sega CD: The Adventures of Willy 
Beamish earned an overall 9 rating in 
the pages of the March 1992 issue of 
VG&CE, Like the lion s share of 
Sierra/Dynamix titles, it’s a point-and- 
click adventure game with a wry sense 
of humor, and it includes plenty of 
puzzle-solving, decision-making and 
animation sequences. 

As the young Beamish, you must 
outsmart your peers, superiors and 
family members in your quest to par- 
ticipate in the Nintari video-game 
championships. Along the way, you'll 
get wrapped up in various subplots 
that involve terrorism, kidnapping and 
frog-jumping contests—though not 
necessarily in that order. 

Though the game’s story line is not 
flawed, certain parts of the adventure 
left me somewhat confused on the 
issue of how Willy should act. In the 
earlier sections of the game, it’s 
important to behave yourself in order 
to keep Willy from being sent to mili- 
tary school. Yet, some of the dialogue 
menus only allow you to choose from 
three different sarcastic remarks, and 
it's up to you to determine which is 
least offensive. Other times, you'll 
make a harmless comment and the 
computer will follow up the other per- 
son’s response with a 
wisecrack, putting 
words in Willy’s mouth 
that you didn’t neces- 
sarily intend to be there. 

Of course,<it's alin 
good fun, and there are 
plenty of scenarios in 
the game in which 
you're expected to act 
like a juvenile delin- 
quent. By the time Willy 
sneaks into the Golden 
Bowl Bar and steals a 
“nudie calendar,” you 
will have seen and 
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heard plenty of things that you’d 
never have experienced in a Nintendo- 
approved title. Nothing particularly 
offensive—but | did get a kick out of 
the schoolteacher’s response when 
Willy told her the name of his pet frog, 
Horny. (“What did you call me?”) 

As a straightforward translation of 
the IBM PC version of Willy Beamish— 
squeezed into the Genesis’ color 
palette—the graphics here aren't quite 
as enchanting as the images that 
appeared in the original. There’s also 
a problem with disc access time, and 
I"m sure that anyone who has been 
spoiled by the full-motion video in 
games like Night Trap and Sewer 
Shark will not be too thrilled by the 
limited animation of characters like 
the school principal, Mr. Frick—when- 
ever his mouth stops moving, the 
beads of sweat that roll down his bald 
head stop moving too. 

The Sega CD version of The 
Adventures of Willy Beamish is not 
bad for an early effort on a new, 
unproven platform, but | know that 
both Sierra and the Sega CD are 
capable of much more than this. 
Expect better things from Dynamix’s 
Stellar 7 Sega CD, which—unlike 
Willy Beamish—is being repro- 
grammed from the ground up to take 
better advantage of the capabilities of 
the system it’s played on. 

—Chris Bieniek 
Sierra On-Line 
40033 Sierra Way 
Oakhurst, CA 93644 
(209) 683-4468 
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Everyone commented on the slow access 
time; Andy called it “painfully slow.” Oth- 
erwise, Dave felt it was a “cool” game, 
and Andy thought it was “good-looking.” 
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Tiny Toon Adventures 
Cartoon Workshop 
KONAMI 
For the Nintendo Entertainment 

System (N/A) 
SOUND/MUSIC 
GRAPHICS 


PLAYABILITY 


OVERALL 


Warning to all parents: Hide your 
NESes before it’s too late. Pull the 
fuses and throw out the TV. But what- 
ever you do, don’t let this cart into 
your house. Otherwise you're going to 
hear more cries of, “Hey, Mom, watch 
this!” than the first time your kids dis- 
covered diving boards. They'll be 
directing their own Saturday morning 
Tiny Toons cartoons and, probably, 
driving everybody nuts. 

The way the Cartoon Workshop 
works is to give you a handful of back- 
grounds; a cast of (most of the) Tiny 
Toons characters, each with an indi- 
vidual menu of animated sequences 
and gags; a collection of sound effects 
and musical pieces; and a bunch of 
silly phrases. Once you figure out the 
editing procedure, you can assemble 
the bits and pieces into a finished car- 
toon, up to about eight minutes long. 
Save your masterpiece to videotape 
for posterity (there are instructions for 
hooking up a VCR to the NES); there's 
no battery backup, so the cartoon 
can’t be saved directly to the cart. It’s 
a great concept, requiring more imagI- 
nation and concentration than the 
average’ video 
game, and the 
results are some- 
thing you can take 
pride in. 

There are Ssig- 
nificant limita- 
tions, though. The 
editing system is 
initially confusing. \g 
Young children 
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will probably stay confused and will 
definitely need constant help. So don’t 
imagine you'll be able to buy this cart 
for your six-year-old and send him off 
to play; he’ll be yanking on your pants 
leg for help within seconds, and it'll be 
that way for good. Yet by using the 
Tiny Toons characters, the cart is 
aimed to appeal specifically to young 
children. Weird! 

The second consideration applies to 
those older children (i.e., the rest of us) 
who are fascinated by the idea of 
directing their own cartoons, and will 
really get into it. 
While the Workshop 
does a great job of 
providing lots of 
detailed, scrolling 
backgrounds (some 
even have back- 
ground animation of 
» | their own), there’s 
&| only so many times 
my you can see the 
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same characters perform 
the same few sight gags 
over and over. Each char- 
acter has several gags, 
with numerous slight vari- 
ations, in addition to standard 
sequences like walking, standing still 
and so on. This problem could be over- 
come if the text feature would allow 
you to input your own text, to create 
plots, tell jokes, personalize messages, 
etc.—but it doesn’t. You're stuck using 
the same phrases repeatedly. “Why 
me?” doesn’t pack too much of a 
comedic wallop the 20th time around. 

The documentation does an 
admirable job of describing all of the 
bells and whistles. The walk-through, 
which guides you through the creation 
of a simple cartoon, is most helpful, 
though it contains at least one mis- 
take, which resulted in a mangled car- 
toon (it may have been an early ver- 
sion of the documentation). Missing 
was coverage of how to edit out previ- 
ous flubs. 

All in all, it’s an attractive, well- 
engineered cartoon machine whose 
only noticeable flaws are its lack of 
flexible text input and the conflict 
between the complexity of its opera- 
tion and the kiddie appeal of its char- 
acters. Those of us who aren't 
daunted by these limitations are 
bound to have a pretty good time 
playing Chuck Jones and vying for the 
cartoon Academy Award. 

—Josh Mandel 
Konami 
900 Deerfield Parkway 
Buffalo Grove, IL 60089-4570 
(708) 215-5100 
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Universal Soldier 
BALLISTIC /ACCOLADE 
For the Super NES ($54.95) 


<* 
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GRAPHICS 
PLAYABILITY 


OVERALL 


In 1990, there was. furricana 
run/jump/shoot game that appeared 
on virtually every 8-bit and 16-bit com- 
puter in Europe. (Il myself have the 
Amiga version.) Turrican was a decent 
game for its time, but suffered from 
being simply too big—there were so 
many hidden items and areas to find 
that it all became rather boring after a 
few hours. In 1991, Accolade licensed 
Turrican and produced several video- 
game versions, all of which were as 
blah as the computer versions. Now 
we have Universal Soldier, which is a 
“remix” of Turrican with new graph- 
ics, new sound and the same 
extremely tedious game play. 

For those of you who missed the 
movie last summer, Universal Soldier 
is the heartwarming story of Luc 
Devraux, a soldier in Vietnam who 
kills, and is killed by, the completely 
bonkers captain of his platoon. (They 
shoot each other simultaneously.) 

Luc and his captain, Andrew Scott, 
are revived in the 1990s and turned 


into Universal Soldiers, perfect killing 
machines with no memory of their 
past lives and pumped full of chemi- 
cals to keep it that way. Unfortunately, 
Scott and Devraux regain their memo- 
ries, triggering an endless series of car 
chases and fight scenes—in the 
movie. In the game, you get an end- 
less series of levels—11 in all. 

In each level, you run, jump and 
shoot bad guys while collecting 
weapons, special items and 1-ups. 
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(The 1-ups are somewhat meaning- 
less, since you get a password after 
each level.) Some weapons are easy 
to find, but most of them are stashed 
inside hidden blocks; each level has so 
many hidden blocks, though, that 
you'll invariably find one or three. 

At the end of some levels, you 
encounter what the manual calls a 
“Big Boss.” There are five different 
Big Bosses, four of them vehicles and 
one of them a laughably oversized 
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Andrew Scott. Play through the game, 
beat all the bosses and you get a 
lame, scrolling-text reward sequence. 

The major problem with Universal 
Soldier is that it’s just no fun to 
explore each massive level. There are 
only a few types of enemies, and there 
aren't any particularly tricky areas; you 
just run and shoot and run some 
more. If you’re going to design a 
game this big, you need variety in the 
enemies and variety in the game play. 
Universal Soldier has neither. 

The graphics in Universal Soldier 
are simply awful, from the sprites to 
the backgrounds to the Big Bosses. 
(The game’s final boss is so bad, / 
could have drawn it.) The sound 
effects are okay, but the music tends to 
grate the old nerves after a few plays. 

The not-so-kind verdict: Universal 
Soldier might be worth a rental, but 
there’s just no way | can recommend 
you buy it with so many excellent 
Super NES platform games on the 
market. Even Accolade itself is soon to 
release a very keen platform game 
(Bubsy in: Claws Encounters of the 
Furred Kind), so I'd suggest you wait 
for that one and treat Universal Sol- 
dier as missing in action. 

—Zach Meston 
Accolade 
550 S. Winchester Blvd., Suite 200 
San Jose, CA 95128 
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# Joe & Mac’s country cousin comes to the Super Nintendo! 
K If you were’a monkey, just hangin’ out in the jungle with your 
a chimp-chick,-and a magic ruby fell.out of the sky and zapped you 


both, turning you into half-humans, and a.demon-kid swooped 
down. and made off with your girl —- what-would you do? 

You'd high-tail it after them. and stop at nothing to save her, that’s 
what — ‘cause you're Congo, the monkey-turned-superkid, and 


if only you can uphold the law. of the jungle! But it’s more than a 

"3 jungle out there — your search for little Congette will take you 

a from ghost towns to pirate ships to ninja castles to the belly of a 
ei Tyrannosaurus, This is no time for a banana-break — you'd.better 
‘ get down to monkey business! ~ 


“y Data East USA, Inc. 
ae 1850 Little Orchard Street 
i San Jose, CA 95125 
a TM'& © 1999 'Data East USA, Inc. 
x Nintendo, Super Nintendo Entertainment 
¥ System and the Official Seal are registered , 
trademarks of Nintendo-of Ametica Inc, ENTERTAINMENT SYSTEM 
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By DAVID S§. MOSKOWITZ AND THE EDITORS OF VGECE 


-elcome to VG&CE’s awards for the 
best games of 1992. Each year, the 
editors consult their reviewers, 
readers and other affiliates to try to deter- 
mine the best video and computer games 
of the past 12 months. With the glut of 
new software and hardware releases each 
year, it’s not an easy task: The room may 
not be smoky, but the review process is 
brutal, with insults hurled, tastes derided 
and egos crushed—and that’s before we 
determine the winners! 

This year marks the first time that the 
video and computer games are divided 
into the same categories, as the VG@CE 
editors have put together what could be 


considered the ultimate buyer’s guide. 

Unlike most awards, we have no self- 
serving celebrities, no tacky dance num- 
bers and, most importantly, no long wait 
before awarding our most prestigious 
award, Game of the Year. 


VIDEO GAME OF THE YEAR 

To be chosen VG&CE’s Video Game 
of the Year, a game needs to have every- 
thing: great graphics, incredible sound, 
playability, longevity and enough secret 
stuff to keep the completists happy. Last 
year, Sonic the Hedgehog was the obvious 
choice, scoring high in all categories. 
Well, one year later, Sega has done more 
than milk the name and reputation of its 
Genesis pack-in—it has earned top hon- 
ors for Sonic the Hedgehog 2. 


What’s new in Sonic 2? To begin 


with, the star has more moves: He now 
flips from front to back, pinwheels his 
arms and legs differently on the edge of 
a precipice and can even do a rolling 
spin-dash from a dead start. Sonic’s also 


got a sidekick who provides more than 
comedic relief: Tails not only gets rings 
and triggers traps, he allows two-player 
simultaneous competition. 

The game also includes a brand-new 
bonus stage, a mad dash for rings that 
leads down a long, twisting chute. 

Our favorite stage? The Casino Night 
Zone. Sonic bounces around like a pin- 
ball in action so enjoyable you won't 
want to find the exit. Then again, most 
of the zones are so long and detailed that 
forgetting to finish them will be the only 
problem facing players of this 8-meg 
wonder. 

HONORABLE MENTION: Street Fighter Il 
(Capcom for the SNES) and Super Star 
Wars )VC/LucasArts for the SNES). 


BEST SPORTS VIDEO GAME 
Only two things can make a bad foot- 
ball game good: a nagging significant 
other in the other room or the presence 
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93 (the Sega Genesis version) earns 
VG&CE'’s Best Sports Video Game 
award not only for its wide selection of 
plays and easy execution, but also for 
the improvements over last year's 
Madden ’92 cartridge. Besides a battery 
backup, a no-huddle offense, eight addi- 
tional “best ever” teams and split-screen 
play calling, the game has more Madden. 
He comments on all of the most violent 
plays in a series of great digitized sound 
bites, and his coaching experience is 
always available when selecting plays 
and teams. Combining the corpulent 
coach with the team of programmer 
Mark Lesser (Mattel’s original handheld 
football game) and artist Doug Wilke 
(Might & Magic II, Ultima Underworld) 
shows EA’s commitment to doing more 
than rerelease last year’s game with 
updated statistics. 
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HONORABLE MENTION: David Crane’s 
Amazing Tennis (Absolute for the SNES) 
and Baseball Stars 2 (SNK for the 
Neo*Geo). 


BEST ACTION VIDEO GAME 

It almost singlehandedly revived the 
coin-op video-game business. When the 
home version was released in Japan, 
fans camped out overnight and 
American stores immediately sold out of 
the $140 Japanese imports. It continues 
to dominate the VG&CE mailboxes, the 
marketplace and the creative depart- 
ment of most developers. It’s also a 
great game, and Capcom’s Street Fighter 
II for the SNES truly deserves recogni- 
tion as Best Action Video Game of the 
year. This 3.5-million-selling cartridge 
contains just about everything the coin- 
op does, except for a few background 
animations and certain bits of speech. 
All of the secret moves—from Chun Li’s 
“spinning bird kick” to Ryu’s fireballs— 
made it into this 16-meg game. Anyone 
who still doubts the quality of SFI] 
should check out the competition; there 
is no comparison. 


iad 


pitts. 


HONORABLE MENTION: Sonic the 
Hedgehog 2 (Sega for the Genesis) and 
Super Mario Kart (Nintendo for the 
SNES). 


BEST SIMULATION 
VIDEO GAME 

For the most part, cartridge-based 
flight simulators are usually disappoint- 
ments or outright failures. Filled with a 
mass of slow-moving polygons, most 
aren't worth the hours it takes to learn 
them, let alone the time required to suc- 
cessfully complete a mission. It’s the 
absence of these problems that makes 
Electronic Arts’ F22 Interceptor for the 
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Genesis such a runaway winner as 
1992’s Best Video Game Simulation. 

As any computer flight simulator vet- 
eran knows, giving the player enough 
options to make combat challenging yet 
realistic requires a large number of differ- 
ent commands. Yet F22 manages quite 
well with the Genesis controller, and, by 
the time players need to use the two-but- 
ton combination commands, they'll have 
logged more than enough flight time to 
be able to handle the challenge. 

Containing three difficulty levels, 
dozens of missions and the option to 
square off against the world’s greatest 
aces, F22 even has long-term playability. 
Computer software developers should get 
a copy and see what can be done without 


During the recent 
Christmas buying season, if 
you were exposed to any media at 
all, you no doubt were inun- 
dated with advertisements 
ee ‘promising “bigger, faster 
@h) and better.” But, when it 
e © comes to game play, “bloodi- 
er” cannot be overlooked as a 
favorite selling point. So, here are 
our Top Five Bloodiest Video Games 
for your ravaging amusement. It's 
interesting that most of those that 
made the list are available only for 
the Sega Genesis—apparently 
Sega’s violence standards are less 
strict than Nintendo's. 
5) Splatterhouse 2 
(Namco for the Genesis). If you 
liked the film Night of the Living 
Dead (and who didn’t?), you'll love 
Splatterhouse 2. The player 
walks 
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across zombie-infested arenas and goes toe-to- 
toe with zombies, bloodsuckers and assorted 
nasties. Start out by splitting zombies open 
with a punch and watching the green ooze spill 
out, and end up duking it out with the main 
boss, an overgrown 
placenta that looks 
like an intestine. One 
downside: The game 
play is a little slow. 

4) Super Smash 
TV (Flying Edge for 
the Genesis/Acclaim 
for the SNES). For 
many, Super Smash 
TV is two fantasies in one: The chance to be on 
a game show and the opportunity to slay hun- 
dreds of opponents. Here's the best part: After 
you shoot or grenade enemies, they spray 
blood before disappearing. It’s sort of like 
Family Feud with heavy artillery. Talk about 
your family values! 


hogging so much memory or half a hard 
disk drive. 

HONORABLE MENTION: Turn & Burn 
(Absolute for the Game Boy) and Steel 
Talons (Atari for the Lynx). 


BEST STRATEGY VIDEO GAME 
Perhaps the only hybrid of the role- 
playing and strategy genres, Warsong’s 
(Treco for the Genesis) 20-scenario story 
of Garrett’s quest for the ancient sword 
and control of his father’s kingdom was 
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so engaging that it was a natural for the 
Best Strategy Video Game of the year 
award. Unlike most strategy games which 
start players on the map, Warsong 
requires planning in the early stages: 


3) Alien’ (Arena for the Genesis). Alien’ 
is true to its movie namesake in terms of the 
graphic detail of the violence. What gives this 
game its Bloody Best ranking is not so much 
the action (after you blast an alien into pieces, 
it disappears from the 
screen), but the fact 
that, in the third level 
skinned body carcasses 
are hanging on the 
walls. May not be suit- 
able for young children 
or older grandmothers. 

2) Pit Fighter 
(Tengen 
Genesis). Both versions of this game are nasty, 
but the Genesis one takes the cake. On the 
street, you have to know your basic punches 
and kicks, but any true street fighter knows 
that isn't enough: You need knives and 
shurikens! And watch watch out for “innocent” 
bystanders, cause they'll stab you too! Here’s 


Which magical items should be given to 
which of the leaders? What kinds of 
troops should be hired, and how many? 
And how should they be arranged on the 
battlefield? 

One of Warsong’s most greatest 
attributes is that the animated depic- 
tions of battle—which often slow games 
down with unnecessary graphics—give 
insight into what kinds of weapons the 
enemy uses, as well as their effective- 
ness against the allies. 

A strategy game with experience levels 
for leaders is an oddity, but Warsong’s 
success shows how it can be done—and 
should be done on all platforms. 

HONORABLE MENTION: Lemmings 
(Sunsoft for the SNES) and Pyramids of 
Ra (Matchbox for the Game Boy). 


BEST ACTION-STRATEGY 
VIDEO GAME 
The 8-bit Legend of Zelda games were 
two of the best reasons to buy the NES, 
so, when Nintendo released its 16-bit 
machine, fans were clamoring for a 
souped-up adventure featuring their 
favorite elf. This year’s action-strategy 
winner, The Legend of Zelda: A Link to the 


the best part: Your opponents spurt # * Ja 
blood after you stab them. Super | 
game play! 4 

1) Death Duel (RazorSoft for &' 
the Genesis). And the winner is } 
(drum roll...) Death Duel, which ge 
ushers in a new age of graphic vio- 
lence. Characters are larger than in 
the above four games, so the vio- 
lence is more vivid. Even better, you # 
get to dismember opponents limb by % 7 
limb! Start off by savaging a dragon \ ’ 
opponent by blowing its arms and head % 
off, then finish off the helpless crea- 
ture by blowing off its legs (a fountain 
of blood pumps out of the mangled 
limbs!). Level after level, you actual- 
ly dismember each of your oppo- 
nents in order to win. It’s a shocking 
treat for gore fans (sorry, Mr. Vice 
President, different gore). 

—(lifford Meth 
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Past (Nintendo for the SNES) certainly 
doesn’t disappoint. Graphically, the over- 
head 3-D perspective is a welcome 
change from the alternating flattop view 
and side-scrolling perspective of the last 
game, and the enemy creatures appear by 
the droves without flicker or slowdown. 
The soundtrack is gorgeous—each major 
section has its own theme. You don’t 
expect strings in a video game, but their 
atmospheric effect is more than success- 
ful. What's truly great about this install- 
ment is how Link interacts with his envi- 
ronment: He can pick up and throw 
bushes and signs, light fire pots and even 
blast holes in walls. This one’s a winner 
in all respects. 

HONORABLE MENTION: Soul Blazer 
(Enix for the SNES) and Prince of Persia 
(Konami for the SNES). 


BEST ADVENTURE VIDEO GAME 

Just as you don’t find Zelda or Soul 
Blazer-type games on the computer, 
adventure games are slow to come to 
video-game systems. So the clear winner 
in this under-populated field for Best 
Adventure Video Game is Turbo 
Technologies’ Loom for the TG-16 with 
Super CD-ROM. A straightforward port 
by LucasArts of Brian Moriarty’s original 
computer game, Loom is the story of the 
weaver Bobbin Threadbare, who must 
find the secret of his own power as well 
as the elders of the weavers’ guild. 
Eschewing the standard inventory-based 
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system found in adventure games, every- 
thing in Loom is based on the player’s 
ability to learn and cast magical spells in 
the form of verses of music. The music is 
where Loom really shines, as it proves 
itself to be one of the few games truly 
deserving CD format. 


BEST ROLE-PLAYING 
VIDEO GAME 

Cartridge-based role-playing games 
have learned the importance of a good 
story line much earlier than their com- 
puter counterparts. 

Their own hurdle is learning how to 
provide the maximum in options and 
character variety with minimal bookkeep- 
ing and control hassles. Dungeons & 
Dragons: Warriors of the Eternal Sun (Sega 
for the Genesis) has efficient handling of 
the D&D rules and fast, varied play, mak- 
ing it the easy choice for the Best Role- 
Playing Video Game of 1992. 


Players must work for the insane 
Duke Barrik as they explore a strange 
world looking for a way back to their 
own monster-infested home. Dungeons 


and overland encounters are plentiful 
and varied. Play is lightning-quick in 
the dungeons, and item manipulation 
is mercifully simple. Containing a 
healthy dose of traps and treasure with- 
out the impossible-to-find secrets that 
often ruin other RPGs, Warriors is the 
game that even D&D debunkers should 
look into. 

HONORABLE MENTION: Cosmic Fantasy 
2 (Working Designs for the TurboGrafx- 
CD) and Final Fantasy—Mystic Quest 
(Square Soft for the SNES) 


BEST SOUND IN A VIDEO GAME 


Nestled in among more than 1,200 
frames of animation, gallons of goo and 
goofier looking enemies than you'd find 
in a month of Saturday mornings, it 


would be easy to ignore the sounds in 
Mick & Mack as the Global Gladiators 
(Virgin for the Genesis). 

From the opening Virgin staff sing-a- 
long “Vir-gin” to the final “game over” 
organ, Global Gladiators is a delight to 
listen to. With this collection of bass- 


heavy tunes, Tommy Tallarico has creat- 
ed a soundtrack that is less irritating and 
more funky than that playing in most 
dance clubs. But it’s the individual 
sound effects that really stand out. Ever 
wonder what a man-eating plant sounds 
like when screaming in agony, or a snow 
creature shattering to pieces? Neither 
did we—but they can’t be funnier than 
the way they sound in Mick & Mack as 
the Global Gladiators. 


HONORABLE MENTION: Super Star Wars 
(JVC/LucasArts for the SNES) and Alien? 
(Arena for the Genesis) 


BEST GRAPHICS IN 
A VIDEO GAME 

Graphically, the first SNES releases 
were a bit disappointing. The endemi- 
cally cute games simply could not show 
off the SNES’s capabilities, and the vio- 
lent cartridges tended to be so over- 
crowded with graphics that they were 
slow and hard to see. Then came Contra 
III—The Alien Wars (Konami for the 
SNES), VG&CE’s pick for Best Graphics 
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Filling space with text about 

good games is easy because it’s a 

> pleasure to research. But to avoid giving 

i the impression that 1992's software 
 < releases were uniformly excellent, we 


present the five worst video and com- 
of puter games of 1992. 

~ We could have selected a collec- 
tion of poorly translated imports for out- 
dated machines that even failed in Japan, 
and the dregs of shareware computer 
software. But, instead, we chose only 
“major” releases, the games that sit 
> innocently on store shelves, begging you 

to waste your money on them, 
: Hold your nose, because here they 

. are (in no particular order): 


THE FivE Worst VIDEO 
GAMES oF 1992 
The Simpsons: Bartman Meets 
/ §% Radioactive Man (Acclaim for the NES)— 
‘ _ That's right, meg same people 


who released the wonderful Bart's Nightmare 
churned out this turkey. No one here would blame 
Matt Groening for forcing the programmers to 
write one thousand times on the chalkboard “I 
will not subvert good licenses with bad games.” 
Ghost Manor (TTI for the TG-16)—The 
hydro-cephalic lead character jumps and jumps— 
that's it. The “Great Taste vs. Less Filling” bat- 
tle doesn’t compare to the “Too Stupid vs. Too 
Boring” shouting match this game inspires. 
Jordan vs. Bird—One on One (Electronic 
Arts for the Game Boy)—A fine game if you like 
dribbling and jumping in lunar gravity. Also, it's 
the only cartridge game we know of that flash- 
es a “please wait” message while the Game Boy 
tries to figure out the wretched programming. 
Pit-Fighter (TeHQ for the SNES)—Itty- 
bitty “digitized” fighters seemingly slug it out 
in this coin-op translation. “Latin” speaker 
Dan Quayle would do a more competent job 
translating Ovid into Portuguese. 
Basketbraw! (Atari for the Lynx) —A 
cheesy ripoff of Arch Rivals, Basketbraw! fea- 
tures glorified stick figures doing ballet-style 


jumpkicks while trying to stuff balls into 
hoops—and knives into the competition. It 
almost makes Bill Laimbeer’s Combat Basketball 
(a near-miss for this list) look good. Almost. 


THE Five Worst CompuTER 
GAMEs oF 1992 

Pit-Fighter (Domark)—It's the game 
that should have never left the arcades. As 
ugly as the SNES version, this game is com- 
pletely unplayable as well. 

leather Goddesses of Phobos II 
(Activision\—All those disks costing all that 
money provide a screechingly dull and moron- 
ic adventure that's finishable within a few 
hours. We want to check Steve Meretzky’s 
(Leather Goddesses of Phobos, Zork Zero, 
Planetfall) basement for pods. 

The Taking of Beverly Hills (Capstone) — 
Take a bad movie, reduce the explosive action 
to inaudible sound and ugly graphics, then 
give the whole thing an unplayable interface. 
The result is this loser. Even Ken Wahl deserves 
better. 


Home Alone (Capstone) — 
Nobody remembers, but the moronic 
film's success was spurred by the { 
Persian Gulf War and a national grim 
mood. Not even a Hussein presidency 
could help this game become more 
appealing. If Capstone took even 
10% of its licensing budget and 
spent it on development, it would 
have the biggest creative come- 
back in industry history. A 

Ear! Weaver Baseball Ih 
(Electronic Arts—Earl Weaver | had a 
loyal following that loved its statisti- 
cal options and easy arcade play, 

So, for the sequel, EA created some’ 
wretched hi-res graphic displays, 
ruined the arcade action and seemingly | 
used a random number generator to 
create the statistics. Spend your 
money on baseball cards—at least 
they'll be accurate. 

—David S. Moskowitz 


ne: Video Game. Set on a post-alien- 
invasion earth, Contra III boasts grim 
multiscaling backgrounds that make 
_ you wonder whether there was any 
point to saving the planet. While the 
_SNES’s Mode 7 had been used mostly to 
rotate and scale the title screen on other 
SNES titles, Contra III created entire lev- 
els that rotated around the player. All 
_ this in a screen that was never overly 
cluttered or slowed down, proving that 
~ Konami was capable of more on the new 

~ machine than Gradius III. 


HONORABLE MENTION: Super Star Wars 
JVC/LucasArts for the SNES) and Sonic 


the Hedgehog 2 (Sega for the Genesis). 


_ MOST INNOVATIVE VIDEO GAME 
Cartridge and CD-ROM games have 


such a different assortment of strengths 
that this year we’re giving the Most 


Innovative Video Game of the year award 


to one of each. 


Unlike the Genesis, the SNES does 


not have many basketball simulations 

available, 
_ Basketball for the SNES would stand out 
a for that reason alone. But, while most 
hoops simulations simply have a static 


so Nintendo’s NCAA 
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camera tracking the action up and down 


the court, NCAA provides what even the — 


best television coverage cannot: a focus 
on the ball at all times, always close 
enough and always at the best angle for 
play. This is easily the most impressive 
use of Mode 7 technology yet—just 
remember to take your motion-sickness 
pills before playing. 

Most CD games are simply cartridges 
with long soundtracks, but Sega’s own 
Night Trap for the Sega CD is probably 
the first game since Sherlock Holmes, 
Consulting Detective (NEC for the TG- 


CD) to show what a CD game can really 


be like. Night Trap challenges players to 


save a cast of teenage girls from a house © 


VIDEOGAMES pee einer NT a 


te | 


gE 


Stygian Abyss (Origin), 


full of vampires in 1 strange helo suits. 
Featuring full-motion video, the game ——~ 


lets players simply watch the’ cast die or i 


devices i all depends 0 on 1 your ir abi: i fe 
monitor all eight locations simultaneous- 


ly. Not for the buimioncrs ¢ or ‘the easily 


harried. | a 
HONORABLE MENTION= ‘Tecmo Cup ae 


Soccer (Tecmo for the Nee 


_ BEST. COMPUTER GAMES 
UF ee YEAR = 


COMPUTER GAME OF THE YEAR | 


Computer games tend to be more var- 
ied than video games, so choosing the 


Computer Game of the Year is always the — | 


most difficult task for the VG&CE staff. 


Of the nominations coming from all of — 


the free-lancers, associate editors and just — 
about anyone else we trusted, one name — 


kept appearing: Ultima Underworld: i 


Computer Game of the Year. 


VG&CE’ Si 


_ First-person fantasy role- -playing oe 


games have been around for years, but, soos = 
while most send players | ona step- -by- | : 
- pare ona Seas grid, Ultima a. 


ae 


ord damaged. 
You see a wounded Lizardman., 


Underworld explorers glide in 360° trav- 
el. All dungeon detail automatically 
scales according to player perspective 
and proximity, creating the most realis- 
tic delving experience to date. 

It takes more than pretty graphics to 
make a game of the year, and Underworld 
delivers with numerous quests and all of 
the magic, music and intrigue expected 
from an Ultima game. 

HONORABLE MENTION: Civilization 
(MicroProse) and Wolfenstein 3-D (ID 
Software). 


BEST SPORTS COMPUTER GAME 


Baseball games generally need to be 
geared to two types of players: those who 
like to track hundreds of players’ statistics 
throughout several seasons and a number 
of trades, and those who want to play 
baseball—hitting, pitching, fielding and 
managing. 

With one- and two-player modes, 
Accolade’s Al Michaels Announces 
HardBall III provides plenty of sports 
action, with controls allowing both 
variety and playability. Perhaps the best 
part of HardBall III (or at least its main 
marketing aspect) is the sampled 
speech of famed announcer Al 
Michaels throughout. Since the players 
are mostly fictional, the digitized 
speech refers to players by numbers 


and not names, but this is a minor 
quibble in otherwise excellent play-by- 
play coverage. The only way Accolade 
could top this would be to get Vin 
Scully to narrate HardBall IV. 

HONORABLE MENTION: LINKS 386 Pro 
(Access) and Front Page Sports: Football 
(Dynamix). 


BEST ACTION COMPUTER GAME 
For weeks after it arrived, ID’s 
Wolfenstein 3-D—the Best Action 
Computer Game of the year—made the 
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High quality sound 
from your PC 
only 


$3Q° 


plus shipping and handling 


S.E.S. is an affordable, 
self-amplified system 
that is the perfect 
sound accessory for your 
desktop. No software is needed! 
Simply install Ses in your computer and plug 
in the external compact speakers. It’s that 
easy! Ses enhances your games, business and 
multimedia presentations, and allows your pc to 
reproduce quality, high fidelity sound at a fraction of the 
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S.E.S. Features: 


eWorks with any existing software and games 
eEasy to install with only a screwdriver | 
eInstalls within minutes 
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°No batteries needed 
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eep down in the ancient corridors of a long-forgotten labyrinth lies one of the greatest chal- 
lenges a group of adventurers has ever faced. Skeletons, mummies, demons and all manner of 
evil beasts roam the dank hallways, always on the lookout for some munchable flesh. But those 
with the guis and bravery to defeat the beasts will find treasures beyond imagining—gold, magic and fan- 
tastically powerful weapons. All may be won by those with a true spirit for adventuring. But don’t forget 
the supreme master of evil, Chaos, who lurks somewhere in these cursed dungeons. 
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Your first task is to get together a strong 
_ party, Make sure you get a good mix of 
: abilities, Strong fighters and magic users 
are ely saeane 


Once you've explored the Hall OT ay 
Champions, find your way to this door, 


Stepping on the plate | in the floor trig- 
gers the a 


As you explore, keep a sharp eye out for 


items on the floor. Not all items are as_ 
easy to See as this apple. Examine every 
inch of hallways for such valuable items © 
as weapons, scrolls, coiris and keys. 


There are many ways to open doors. 


Some, like this one, have buttons. 
Others use levers or keys. Still others 
require some Bee as | in order to 
get them open. © | 
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The loose brick in this wall hides an 
important secret. If you push the brick... 
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After gathering all the goodies on Level 


1, take these stairs down to Level 2: : 


Te0 ee FALCHION 


.. you'll find a falchion, a powerful and 
badly needed weapon. 


Level 2 is dark, so you'll need to light a 


torch or cast a light spell. The light spell, 


shown ready-to-go in this screén’s spell 
box, is especially nice, since you won't. 
have to fill a hand-with.a-torch?* 
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Ninja skills can be increased by throwing 
objects, but you don’t have to throw 
objects at monsters to gain experience: 


“... Find yourself a wooden door and throw 
- objects at it. The more you throw, the 
ait higher your ninja experience goes. 
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The clothing you'll find throughout the 
dungeon usually increases your defen- 
sive power when you put it on. 


Pick up torches, too, You-may- Have a 
magic user who can cast light spells, but 
what if something happens to him? 
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You'll meet your first monsters on. ier = 
2. Throw things at them when Hegre far. 


"Away. if you do... 


Keys are usually found on the floors, but 
are often hard’to see. Can you see the 
gold key in this photo? 


PUN ea =) 


These strange creatures, known as 
screamers, are a source of food. After 
you kill them, be sure to pick up the 
screamer slices. 
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Water bags hold-three portions of water. 


Keep your bags filled at the tr pb 


ete find. 


you may be able to kill them before 
~ they get too close. 
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Whenever you come across fountains, 
slake your thirst and fill your water bags. 


You'll need to step on these panels in 


the right order to open the two gates 
blocking the exit. Hint: If you get to the 
exit and one gate is still closed, you can 
step backward as well as forward. 


This fountain on this first level can 
restore life to dead adventurers. 


And remember to pick up any weapons : 
you drop or throw. They won't be placed * ~ 
back in your inventory unless you do, sie 
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To get across this pit, all you must do is 
pull the lever on the wall to the right. 
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gs 
Hmmm.... This gate stays open only as 
long as you're standing on the plate in 
the floor. arden . 


yor can use iid boulder to weight : 


down the eee 


triggers this pit closed. You'll need to. 
weight. the plate Owe with someting 


- ine order to gets across. 


This lee energy field will the you * eae 
Tor a ride if you stop.J into it. When ‘yOu... > 


do... 


SMA Nemes emM 


ina ae room vort'tt find, this button ae 


wall open the door, but... 


Throwing an abies inte this s energy f fi eld 
will deactivate it, : 


ee ie you'll find in the form of this : 
ae om. a little farther down the hall and 
oe around the corner. 


The only way through this door i ig to 
bash it open... 


rilea) 


Once you get the cell open, you can grab 
this sword. You can also pull this lever, 
_ which reveals a secret room back where 
the other lever was. 


o eid a zu 


2 ..you ll end up in this secret room, 


which" contains Several valuable items, sere 
~ not the least of which is another Kn ae 


.. don't leave the room until you've 
picked up this treasure trove of items. The 
flasks are especially important, Since you 
need them to hold the resultgof some... - 
types of spells, such as-healing spells. : 


..and, once you do, you canget this 
treasure chest, which is guarded by an 


energy field. 
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_ When you find that secret room... 


This plate in the fiogt... ney 


To open this gate, you must pull the” ~ ae 
levers located to ne left and, the, Al ee 


ee the aebape 


Kein a an. n eye out * peelibtions on the 
walls, They often provide helpful clues. 


you lL also find this blue magical box. | 
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Throw a coin into this fountain to open 
the door in this hallway. 


ae rally! The stairs down to Level 3. 


You won " tbe ht to oat into oth locke} 
bell until) ms discover its secret... = 
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Mt the bottom of fhes Stairs, posting this 
loose brick... 


—— peers 
ase 
b~ 

ee ct 

- ning’ 
ae 
leet 
dur 
. 
re 
oe. 
me 


lt torte 


mS me oie Se eG 
Sw 

7 

: 


|| Vy ee 
lief 9 a 
t A tees —— 
Sau so008S000 ge SeSen es See 


et yw 
be ~ nN ms) a 
~ ut Cey NX » 
Sa ce cv ty | a or ~ - ~~ . % 
cua 
Py 
7 7 ~ + -f t 
| YI < ) . 
uu rer ih 1 sy ‘ 
' Sei "ii 
Anya past LAM cA ~ 
at = : . = 
Y : < r i ras 
ice \ ~ ~ . 
ti 
ge \ o ~ . 
LA ex Y c 7 a 2()> Sw \) 
hare Gag PS Seer 4 ar 
3]: 
[ : i ~ tt ~ 
’ i A G 
ae i Hg i ~ + . a - 
" ——e< 5 4 7 
i r { : 
j “ — — v 4) 
Ke oy “oO all teanc C ~~ ( 
ms Vey , ‘ Ry ws = ~ = bik 
As 
_ i 
EM il i oe ‘ 4 Sell Nile Ee Vs ws aad 
= ‘a 
é iy 
es af zi re Rs 


i 4 Ga z “ " bee . " e G ie n : ios ao we . =? e 
7 VipEoGAmMES & Computer Ent FRTAINME 


in Level 3’s main room,’ ‘you-cdh.thoose 
fronvmany doors, each of which leads 
to new adventures. In the vault, for 


example... 


you need god coins to open the doors, 
but... 


You need this silver coin, bat'the door to” ~ 
the right won't stay open unless. you ie 
_ Something-on the shelf to take the cog. S 


You need to get this treasure chest, so... 


Zz 


in The Room of the Gem... 


~ Here’ s where you need that silver coin, 
fight around the corner from the shelf on 


‘i you found it. 


aA) 
a3 +... a 


ei WN 
6 ey 
ES 


“ee cme em i 


,«ptess the buttons to activate the ener- 
»gy-beams, which transfer the chest from 
one cell to another. 


=. just as in all the other areas on Level 3, 
you'll face mysterious doors, tricky traps 
and always plenty of mystery. Good 
luck! 


.. you'd better have your weapons ready. 
This corridor has many guardians. 


ee : 


In this chest, you'll find several coins and ; 
another magic box. = 


Eventually, the chest will be transported 
to the end of the corridor, where you.can 
get it. 


fter looking back at VG&CE’s 
December 1992 issue, | can’t 
stop thinking about the com- 
ments made by guest columnist 
Takahiro Eguchi in our special edition 
of Inside Gaming. It's clear that the 
Game Boy is the only portable system 
to enjoy continued success in Japan, 
so what's going to keep this situation 
from repeating itself on these shores? 
Longer battery life? Lower prices of 
portable software? Original titles that 
can't be played on any of the full-sized 
systems? Any of the above would 
help, though none of the handheld 
machines appears to be in any imme- 
diate danger in this country. Even the 
Lynx—the least supported system of 
the “big three” portables—continues 
to be graced with one to three new 
titles each month, so let’s keep our fin- 
gers crossed. 

Hope your batteries are charged 
up, ‘cause here we go...of course, in 
my case, I'll be waiting for the sun to 
come up so | can charge up the Solar 
Boy rechargeable Game Boy battery 
pack that Innovation Technologies 
sent us for testing. I'll let you know 
how long it takes—but, in the mean- 
time, the middle of the night is the 
perfect time to write about this 
month's leadoff game, an eerie little 
number called.... 


Dracula—The Undead 


ATARI 
For the Atari Lynx ($39.99) 


ee 1 234567 9 10 


GRAPHICS 1234567 9 10 
PLAYABILITY 123 45 6 7 9 10 
OVERALL 12 8:4 56:7 9 10 


An atmospheric one-player thriller, 
Dracula—The Undead is a product of 
the U.K.’s Hand Made Software, which 
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entertained Lynx owners last year with 
Awesome Golf. Switching genres 
hasn't affected Hand Made’s standard 
of quality; this is a beautiful, unique tale 
of horror presented as an adventure 
game of exploration and puzzle-solving. 
Though it’s not directly related to 
the recent Francis Ford Coppola epic, 
the game does mirror the film in the 
sense that it emphasizes close ties to 
Bram Stoker’s original novel. In fact, 
Stoker appears on the screen to intro- 
duce the game himself. He frequently 
pops up during the adventure to read 
passages from the book, flipping 
pages as he sits near a flickering fire- 
place—and he actually /ooks like the 
photographs of Stoker that I’ve seen. 
As Jonathan Harker, a guest in the 
castle of Count Dracula, you must 
explore rooms and find objects to help 
you escape before the Count or his 
three brides can feast on your blood. 
The Harker character is nicely ani- 
mated, moving in 
and out of each 
scene through 
effective use of 
scaling; he grows 
larger as he steps 
m closer to you. 
Complemented 


By sppiopnate! + eerie music, the 
game’s biggest thrills come from not 
knowing what might happen next. 
Each time you walk through a door or 
look out a window, you might discover 
a new object, find a hidden passage- 
way or witness one of the ale: & chill- 
ing intermissions. a. 

Punctuating the atmosphere story - 
line is the unsettling look of the graph-— 
ics, which are displayed entirely in _ 
sepia tones and shadows. The nearly 
colorless presentation gives Drac- 
ula—The Undead the feel of an old 
photograph come to life; indeed, the __ 
game opens with a crisply digitized _ 
shot of Dracula's piercing eyes. (Yes, 
Hammer horror fans, they are the —_— 
eyes of actor Christopher Lee.) Certain 
rooms can only be reached by— 
gasp!—climbing out a window and 
clinging to the castle’s outer wall, and 
there are some terrific lighting effects _ 
in the scenes where Jonathan carries _ 
a lantern into the catacombs whe | : 
Dracula sleeps. a 

Aside from a few minor nornlenin 7 
namely, an occasionally sluggish inter- = 
face and the lack of a password or | 
game-save feature, Dracula—The — 
Undead held only one major disap- — 
pointment for me: It’s a two-megabit © 
game that had originally been 
announced as the first four-meg Lynx — 
title. (That distinction has since been — 
inherited by the upcoming Pit-Fighter.) — 
Regardless of memory size, Dracula— 
The Undead is still a topnotch Lynx cart 
that's as original as it is entertaining, : 

Atari Corporation 

1196 Borregas Ave. 

Sunnyvale, CA 94089 

(408) 745-2000 


The Ren & Stimpy 
Show—Space Cadet 
Adventures — 

TeHQ 
For the Nintendo 
Game Boy (N/A) 


GRAPHICS 3456 8 = 
PLAYABILITY 23 4 5 E97 8 9 10 
OVERALL 234 5037 8 9 10] 


falusi, tee Py ee 
Stimpy Show i is an ob 
of a license that will se 


Show—Space Cadet Adventures is a 
run-and-jump contest that borrows the 
jazzy sci-fi theme of the “Space Mad- 
ness” and “Marooned” episodes from 
the show’s first season. 

If the game offers one major sur- 
prise it’s the snippets of digitized 
speech that pop up during the action. 
A rare treat on the Game Boy, the 
voices of Kricfalusi (Ren) and Billy 
West (Stimpy) can be heard scratching 
out the catchphrases “You eeeediot!” 
and “Oh, joy!” respectively, as well as 
exclaiming each other’s name when 1- 
ups are found. 

As a game player, | wasn’t too 
thrilled with The Ren & Stimpy 
Show—Space Cadet Adventures. 
Imagineering Inc.—the game’s devel- 
oper—isn’t exactly known for creating 
brilliant, highly playable games, and 
T*HQ itself occasionally shows more 
concern about the quality of a license 
than about the quality of the game 
behind the popular name. Two serious 
flaws are in evidence here: an over- 
abundance of dark, detailed back- 
grounds that all but camouflage ene- 
mies and harmful objects on the 
Game Boy, and a sterile, uninteresting 
jump-and-shoot play mechanic. 

Asa Ren & Stimpy fan, | didn’t find 
much cause for excitement, either. The 
animated introduction and intermis- 
sion sequences are a real treat, but, in 
the end, the Game Boy just can't do 
the characters justice. The rattling 


bongos in the TV show’s theme are 


reduced to clicking sounds 

=| here, like the striking of 
ee! dozens of matches. And the 
old-hat game play...it’s like 
Super Mario Bros. with 
hairballs and powdered 
toast. Not that | expected 
the game to consist of Ren 
smacking George Liquor 
with an oar, | was just hop- 
{1 ing for something a bit 
more original. 

Thankfully, all is not lost. 
Though the characters’ 
movements are unrealistic, 
s they do respond to your 
* control-pad commands 
fairly well. There are some 
nice graphic details, too; 
fans of the show will get a 
chuckle out of the recurring 
Logs, as well as the bonus 
rounds featuring Muddy 
Mudskipper (“Okay, ya lousy 
bum!” he exhorts from the 
~ screen). Not bad, but, unless 
T*HQO’s upcoming NES and Super NES 
Ren & Stimpy games offer a completely 
different range of scenarios, this one 
should be considered a steppingstone 
to bigger and better things. 

T*HO Software Inc. 

5000 N. Parkway Calabasas 

Suite 107 

Calabasas, CA 91302 

(818) 591-1310 


Super Space Invaders 


DOMARK 
For the Sega Game Gear ($37.95) 


ms 1 23 45 65 8 9 10 
12345 67 8#}10 


GRAPHICS 
PLAYABILITY 12345 6 7: 9 10] 
OVERALL 12345 6 7EE9 10 


Did | hear someone say that Space 
Invaders was dated? It’s true; the 
monotonous “plop-plop-plop” of the 
Original aliens is not much of a match 
for the graphic sizzle and high-speed 
action of today’s video games. That's 
why Domark (and Tiertex Ltd., who 
converted the game) wisely decided to 
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add new features to this Game Gear 
version of the classic shoot-’em-up; 
the “super” tag is entirely appropriate. 

For starters, the original side-by- 
side alien pattern exists for just one 
attack wave. After that, all hell breaks 
loose as veteran Space Invaders fans 
become confounded by new forma- 
tions, colorful scrolling backgrounds, 
special weapons that drop from the 
“mother ship” at the top of the screen, 
invaders that split in two or double in 
size when they’re hit, meteor showers 
and “Guardian” boss characters. 
There’s also a screamingly funny “Cat- 
tle Mutilation Round,” a bonus level in 
which you must fight off waves of fly- 
ing saucers that swoop down to kid- 
nap little cows that scurry around at 
the bottom of the screen. 

Though there’s no music during the 
game, there is a snappy title-screen 
theme, and the sound effects inspire 
nostalgia without sounding cheesy. 
Graphics are extremely good for the 
Game Gear; the backgrounds are clear 
and atmospheric, and there’s a lot of 
variety in the invaders’ appearances. 
Look for hid- 
den levels and 
a two-player 
cooperative 
mode, too. 

The only 
obvious fea- 
ture that’s 
missing from 
Super Space 
Invaders is the 
row of bunker- 
like barriers i 
that players fi 
could hide fam’ 
behind. Other- 
wise, it's a Bees 
wonderfully (umm 
executed trib- 
ute to a classic 
game—one of 
the most truly 
memorable 
video games 
of all time. As 
a bonus, the (7m 
instruction ; =i 
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~ manual 


believe he’s now a Tetrisfan? 


- Domark, distributed by Tengen Inc. 
«675 Sycamore Drive | _ 
Milpitas, CA 95035 


(408) 473-9400 


Tumblepop 
DATA EAST 
_ For the Nintendo Game Boy ($27.95) _ 


~ sounpmusic 4.9°3. 4 56°56 


8 9 10 
“ruvanury 
oven 


Even regular arcade inhabitants may 
have missed the coin-op version of 
Tumblepop—it took me weeks to track 
one down, and even then it was hard to 
reach because it was standing directly 
across from a Street Fighter Il machine. 
| felt uncomfortable squeezing through 
a crowd of Guile wannabes just to 
reach this “kids game,” but all was for- 
~ gotten when | discovered that Tumble- 
pop is areal gem. It’s an action/strategy 
platform game, not unlike Taito’s Bub- 


Learn How To 
Repair Nintendo 


Repairing Common Nintendo 
Problems is Easy! 


Whether you want to repair for profit, or repair 
your own unit, this easy to understand 30 minute 
video cassette is your answer. Only simple common 
tools are required for the procedures demonstrated! 


Topics Covered: 


°® Power pack testing. 

* Controller rebuilding. 

e Regulator replacement. 
e Testing/replacing the RF modulator. 
° Cartridge disassembly and cleaning. 


e And much, much more! 


ble Bobble/ 
Rainbow Is- F_ 
Jands/Parasol pees 
Stars trilogy, |* 


OP includes a well-written two-. 
___ page essay on the history of the game 
- and the man who created it. His name 
is Toshihiro Nishikado...and would you~ 


¢ Control deck disassembly and orientation. 


Electronix Corp. and their authorized distributors are not affiliated with Nintendo of America Inc. 
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but it's a much = 


larger game |... 


with more to 


: _Offer—and the |_ @& 
~ Game Boy ver- t& 


sion keeps } 
most of its fea- 
tures intact. 


As a big | 


roundheaded | : 


Ghostbusters type of charac er, You 


must make your way around the Tum- 
blepop world of the year 2018, trap- 
ping strange beasties with your “vac- 
culator” and spitting them out. You'll 
move around map screens, deciding 
which areas of the game to conquer 
first, then you'll enter a series of sub- 
games in which you jump around and 
trap the aforementioned enemies. 
Loads of power-ups are available; in 


fact, some type of item always. 


appears each time your vacculator 
spits out a creature. 

Tumblepop is cute and fun to play, 
but its most impressive feature is its size. 
Consider this: The Tumblepop world is 
split into two areas. Each area contains 
four buildings, 
and each building 
holds an average 
of nine playfields, 
two bonus areas 
and a boss char- 
acter battle. If you 
pick up enough 
letters to spell the 
word “Tumble- 
pop,” you'll enter 
another bonus 
stage. Factor in a 
somewhat frus- 
trating feature 
that hides the 
“inner sanctum” 
of the final Mad 
Scientist boss 
until you've de- 
feated each area 
twice, and you 
have got a very 
long game on 
your hands. 

As if that’s not 


Electronix $29° enough, many of 
————— Corporation Hi 

313 W. Main St Fairborn, OH 45324 - the playfields 

513-878-1828 Fax (513) 878-1972 Parts catalog included with every order! scro 1] in f our 

Order Line (800) 223-3205 Bc directions, “wrap- 

Nintendo & Nintendo Entertainment Systems are trademarks of Nintendo of America Inc. p in g 2 rou n d = 
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the edges so that the rooms appear 
incredibly large at first glance. There’s 
also a “construction mode” that allows 
you to design your own playfields 
(we're really getting into the realm of 
infinite play value here) and even a 
competitive two-player mode. Thank- 
fully, a password system is included. 

A great value for your gaming dol- 
lar, Tumblepop shines on the portable 
screen. According to a source at Data 
East, it’s not expected to appear on 
any other game system in the 
future—which is another reason to 
seek this one out. 

Data East USA Inc. 

1850 Little Orchard St. 

San Jose, CA 95125 

(408) 286-7080 


egarding Innovation’s Solar 
Boy...well, | got tired of wait- 
ing, and, after 6% hours of 
charging its solar cells in direct sun- 
light, | sat down to play Tumblepop. 
Almost an hour later, it fizzled out. | 
have mixed feelings about this periph- 
eral—l know it can last for several 
hours on a full charge (up to eight, 
according to the manufacturer), but it — 
takes far too long to get to that point. | 
absolutely love the idea of a battery 
pack that can be recharged for free, 
but this one might only be useful for 
someone who plays with the Game 
Boy just once a week. Still, it’s a great 
idea, and | strongly encourage Innova- 
tion to continue to live up to its name. 

Reader feedback to this column is 
always appreciated. Send your com- 
ments and suggestions to: VideoGames 
& Computer Entertainment, Attn: Gam- 
ing on the Go, 9171 Wilshire Blvd., 
Suite 300, Beverly Hills, CA 90210. Com- 


puter owners with access to the DELPHI 


information service can also contact me — 
via electronic mail sent to user name _ 


VGCHRIS, or stop by the “World of ~ 
Video Games” special interest group and 
drop me anoteinthe publicforum.. 
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JOHNNY TURBO 
CONTINUES THE FIGHT 
AGAINST THE DECEPTIVE 
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. AS LONG 
a AS WE CONVINCE 
KIDS THAT THE 
FEKA CD SYSTEM 
IS A COMPLETE 
CD GAME SYSTEM 


‘ 
| 


FOR ONLY $299,  \e "Oe eee 
WE'LL STILL GET KID a 
FILTHY RICH! — i wie GON 7 KNOW 
3 B THEY'LL BUY OUR 


CD SYSTEM-- 


-~ AND THEN HAVE ¥ 

TO SPEND ANOTHER) 
$100 ON OUR : 

6-BIT SYSTEM !! 
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AT THE HOME OF COMPUTER EXPERT 
JONATHAN BRANDSTETTER. OUR 
HERO DISCOVERS SOME INTERESTING 
NEWS AB0U7 FEKA... @7—r 


TONY, “Y Beityor: N BiG Ti 
a T DAY... 
CHECK THIS } TROUBLE CATER THAT DAY. 
OUT! A RIGHT NOW... ere 
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WHILE TURBO — . 
DUO GIVES You : COME ON, KID, YOU KNOW 
GATE OF THUNDER aif YOU'VE GOT TO HAVE THE 
FOR FREE, FEKAS Jae FEKA CD SYSTEM... 
CD SYSTEM SS : 
- COMES WITH % 
Kap... Cane A CD 
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Advertisement 


ry hn o) ry 
Was 
IS THE LOWEST 


PRICE CD SYSTEM 
AVAILABLE... 


me AS 
THEY 


BUY WHAT 
THINK... 
PANU, 


COME ON, KID. WHAT ARE YOu ... BUT FIRST 
IT'S ONLY $244, WAITING FOR? pa: TO 


{00 FOR THE 


BUT FEKA'S GOONS ARE UNAWARE 
THAT JONATHAN BRANDSTETTER, 
A.K.A. JOANNY TURBO, 
1S WATCHING THIS 
CROOKED SEQUENCE 
OF EVENTS... 


¥/ EXCUSE ME, 
BUT ISN'T IT 
A BIT HARD 
TO SEE WITH 


GO 


ee 


IT LOOKS LIKE T'LL HAVE TO 
TAKE MATTERS INTO MY 
OIWN HANDS 


YOU MIGHT 
RUN INTO !! 


ee 


Advertisement 


I'M TIRED OF YOU 
GUYS TRYING TO 
FOOL THESE 


CD SYSTEM 
DOESN'T 

EVEN WORK 

WITHOUT YOUR 


lo- BIT SYSTEM... 


Ay 


IF I HAVE ANYTHING TO DO WITH IT, THIS 
TOWN WILL WEVER AGAIN SEE THE 
GLOWING RED EVES OF 
FEKA INCORPORATED !! 


I HOPE YOU'RE 
LISTENING, MR. FEKA! 
arf HIDE 


---50 KIDS HAVE TO BAY 
$400 FOR A COMPLETE 
CD GAME SYSTEM, WHILE THE 

TURBO DUO I§ A COMPLETE 
299: 8! 


SYSTEM FOR ONLY 
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I THINK IT’S 
TIME WE TAUGHT 
JOHNNY TURBO A 
LESSON ABOUT 
MESSING WITH 
FEKA INCORPORATED... 


HE'S REALLY 
CAUSING US 
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Lords Of 
Thunder 


« 
sail 
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HEY GAMERS! 
EVEN THOUGH MOST OF 
MY TIME (5 SPENT JACKIN’ 
UP THOSE FEKA GOONS, I 
STILL TAKE TIME OUT TO 


We are also very interested in your opinions and comments. 


Please write us at: 


Johnny Turbo Comments 


Turbo Technologies, Inc. 
6701 Center Drive West, Suite 500 


lag Anneleg (A ANNAG 
Los Angeles, CA 90045 
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kay, you’ve survived a 

round or two against the 

computer, and maybe even 

a human opponent. The ma- 

chine commands “FINISH 

HIM” as your opponent wa- 
vers unsteadily from the punish- 
ment you just dished out. You 
punch him, knocking him to the 
ground and winning the round. 
But, instead of cheering, the 
crowd around you starts laughing 
and calling you “dweeb” for 
being too lame to do the fatality. 
“Fatality?” you ask, but the swell 
of laughter drowns out your ques- 
tion. Enraged by your dweebness, 
the angry mob lifts you from the 
ground and rushes you to the mall 
bathroom, where they dunk you 
in the toilet repeatedly. 

This frightening scenario is 
being played out every day in at 
least one mall somewhere in this 
universe. You could be next. To 
stop the madness, we at VG&CE 
have compiled this handbook out- 
lining the maneuvers necessary to 
successfully execute the “Fatals” 
or “Fatality” for each character in 
Midway’s incredible fighting 
game Mortal Kombat. Each suc- 
cessful fatality maneuver will net 
you 100,000 points and save you 
from the terror-dubbed “dweeb 
dunking.” Best of luck. Let’s get 
started.... 


BY 
Victor IRELAND 


Sonya 


In all cases, the fa- 


tality moves are de- 


pendent upon which 
way your character 
is facing. That is 
why we won’t use 
“left” or “right,” but 
rather “toward” and 
“away.” The joystick 
illustrations assume 
your opponent is on 
your right. If he is on 


your left, reverse the 


joystick motions. 


Let's start with the easy maneuvers first. Sonya’s fatality, dubbed “Death Kiss,” requires that you stand within a 
few inches of the character she is finishing. As you complete the maneuvers, the screen will darken and she will blow 
a fireball that will ignite her opponent, torching him into dust and bones. 

To do this maneuver, you must tap toward twice, away twice, then press BLOCK. 


“sssn00 | INSERT COIN  —s—“‘<é SS 
cic | : ' 
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7 Top 10 hot TurboGratx-CD Titles. 7 
AA lt i| vallf Il 1 ©) Shape Shifter 92218001306 $49.99 i 
I) Prince Of Persia 92218001498 $49.99 | 
: [] Dragon Slayer 92218001542 $49.99 : 
-f | UCIT Hi t] j —) Shadow Of The Beast 92218001559 $49.99 I 
1 1 Loom 92218001658 $49.99 i 
| 5] Forgotten Worlds 9718001665 $49.99 3 
y — Camp California Coming Soon 9221800135] $49.99 i 
1 © Lords Of Thunder Coming Soon 92218001696 $49.99 I 
| | C} Dungeon Explorer? Coming Soon 92218001702 $49.99 , 
' j (J Riot Zone Coming Soon 92218001719 $49.99 
ho. natpe | Ordering Instructions I 
Suggested Retail Price I Send this order coupon and game unit to: I 
$299.99 : TurboZone i 
P.O. Box 938 
7 Santa Clarita, CA 91380-9038 
| Shipping Instructions: Securely wrap game unit along with power 
supply and controller. Include instruction manual 
if available. Make sure to include your check, i 
money order, or credit card information j 
to the above listed address. I 
i 
PLEASE PRINT CLEARLY : 
|_| Mastercard / Visa - I 
205 NAME OF CARDHOLDER ‘ 
t “ACCOUNT # pce | EXP. DATE oe i 
sii | . SIGNATURE OF CARDHOLDER = ; 
: ; Lal | check 
Give us your Sega Genesis, Super Nintendo, or =} = Pesont te seine | 
|_] Money order # 
TurboGratx-16 , 7 
1 Address: Someones i 
and get the brand new . i mr : 
: STATE ZIP CODE j 
Tureo puo | | | 
Referred by: dinsanhioge usin wlesveseun-oeguen 
for only Turbo Duo (only $249.99 with 16-bit trade in) 
9 (only $269.99 with 8-bit trade in) ; 
$24 99. Subtotal of Software . 
That's q $50 Savings! S & H ($6.95/Residents of HI and Puerto Rico $8.95) I 
poommmmenssees jurbo Deo cones wis : ar Oo 
| © Two Free (D's loaded with these awesome games: | S & H ($11.95/2nd day Air service available) 
; Gate of Thunder New!!! : I 8.25% Sales Tax for CA, NY residents i 
— — ! 7 6.25% Sales Tax for IL residents : ! 
“ne Bock | ail ! 5.50% Sales Tax for GA residents | 
© Ninja Spirit (TurboChip) | | Total ! 
| eTurboForce Magazine and ten $5 coupons good towards any TurboChip, | 
| | c-Si: Sa Sm: Si tS mie i: -! 


CD game or accessory you buy. 


Limit one Turbo Duo per customer while supplies last. 1v 


The units that apply for trade in value are TurboGrafx-16, or other 16-bit video game systems. 
Trade in your 8-bit system for a $30 discount and pay only $269.99 for the Turbo Duo. 


T - 800 = 9 95 = 92 03 (8:30 - 3:30 PST) 


Prices and policies are subject to change without notice. We do not accept C.O.D. orders. We reserve the right to refuse any orders or purchases. 


Some items may not be available when you read this. No refunds. Defective Turbo Duos replaced only after inspection by TurboZone. 
We will not be responsible for freight charges incurred for return of detective merchandise. All shipping is via U.P.S. 
PLEASE ALLOW 10-14 DAYS FOR DELIVERY. (CHECKS WILL TAKE LONGER TO PROCESS) 

Offer available in the U.S. only. 


CIRCLE #138 ON READER SERVICE CARD. 


Sub-Zero 


Sub-Zero’s fatality (“Spinal Tap”) proves that he has more than a black belt—there’s a chiropractic degree lurking 
in his past. To “adjust” the spine of your opponent, position Sub-Zero very close and ro// the joystick from down to 
down/toward (diagonal down) to toward then hit HIGH PUNCH. As the vertebrae of your opponent fall into line, you 
cans 


me 2-7 | 


‘Kano 


Kano’s fatality move is perhaps the most graphic in the game. It’s a pretty safe bet that there’s Inca blood flowin’ 
through his veins. To do his fatality and see for yourself, you must be close to your opponent, then roll the joystick 
from away through down to toward then hit LOW PUNCH. 


‘Reptile 


Ed Boon, programmer of Mortal Kombat and gpa 
cool guy that he is, thought it would be neat to 


On machines that have a “hide” a character in the game he programmed, j a te 


Version 2 or earlier ROM, you 
can win every time playing 
against the computer’s 
Raiden by sweeping him re- 
peatedly. Just hold away and 
keep pressing Low Kick. If 


Raiden doesn’t fall for this 
cheap trick, you've got a ma- 
chine that has a Revision 3 or 


like the fictitious “Sheng Long”—but this time, 
make him really exist. His goal was to make it 


very hard, but not impossible, to get to this guy fy 
on-screen. Reptile was the manifestation of this — i 


idea. 


Available only on Revision 3 or 4 machines = 


(see Cool Trick, above, for how to tell what revi- | 
sion machine you have), Reptile lurks among the 
spikes and decapitated heads of The Pit. Since 
he is nearly as powerful as Shang Tsung, and 


has mastered all the moves of Scorpion and —# 
Sub-Zero, he will only challenge players who |ijij § 
have mastered the game. eae 

To make him appear, you must: 

1) Win every round leading up to the Pit stage. 

2) On the Pit stage, never use BLOCK (except when executing a fatality 
move that uses block). 

3) On the Pit stage, get a double flawless victory—yes, that means never 
get hit. 

4) On the Pit stage, successfully do the fatality. 

If you can do all of this, the green ninja master dubbed Reptile awaits you 
on the floor of The Pit. A player who can successfully defeat Reptile will be 
rewarded with 10,000,000 points! 


4 ROM (the latest, installed 
in about 60% of the ma- 
chines), and can go “reptile” 
hunting! 


Thanks go to the Mortal Kombat 
crew at Williams for their help. Also, 
thanks go to the people at Gold Mine 
Arcade in Redding, California, for their 
invaluable assistance on this feature. 
Mortal Kombat is featured at all Gold 
Mine and Tilt arcades. | 
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YES! - We honor our adv 
Receive payment FAST from BRE Software! - Checks mailed within 2-3 days! 


Used (GE 


We Sell Used / We Buy 


688 Attack Sub 39.95/20.00 
Abram's Battle Tank34.95/ 16.00 
Afterburner || 29.95/ 12.00 
Air Buster 29.95/ 10.00 
Alien 3 39.95/20.00 
Alien Storm 29.95/ 14.00 
Alisia Dragoon 29.95/ 12.00 
Amazing Tennis 39.95/20.00 


Amencan Gladiatorss4.95/25.00 


Aquatic Games 29.95/ 14.00 
Arch Rivals 29.95/14.00 
Arcus Odyssey 29.95/ 10.00 
Armold Palmer Golf 24.95/ 10.00 
Atomic Runner 29.95/ 12.00 
Back to Future 3 29.95/14.00 
Bat Man 29.95/ 12.00 
Bat Man Returns 44.95/25.00 
Bat Man 

Returns (CD) 39.95/20.00 
Battlemaster 29.95/ 14.00 
Battletoads 44 .95/25.00 
Battlewings 39.95/ 20.00 
Bean Ball Benny 39.95/20.00 
Beast Wrestler 29.95/ 15.00 
Berlin Wall 39.95/20.00 
Bimini Run 24.95/ 10.00 
Block Out 24.95/ 10.00 
Breach 44 95/25.00 
Buck Rogers 29.95/ 14.00 
Bulls vs. Lakers 39.95/20.00 
C&C Music(CD) 29.95/15.00 
Cadash 29.95/ 14.00 
California Games  29.95/14.00 
Castle of Illusion 29.95/14.00 
Centurion 29.95/12.00 
Champ. ProAm — 39.95/20.00 
Chase HQ 2 44.95/25.00 
Chuck Rock 34,95/ 16.00 
Chuck Rock(CD)  39.95/20.00 
Cobra 

Command (CD)  39.95/20.00 
Crackdown 24.95/ 10.00 
Crueball 39.95/20 .00 
Curse 34.95/ 16.00 
Cyber Cop 34.95/ 16.00 
Cyborg Justice 39.95/20.00 


D&D: Warriors of 


the Eternal Sun 39.95/20.00 
David Robinson's 

Supreme Court 29.95/14.00 
Death Duel 34.95/ 16.00 
Decap Attack 29.95/ 12.00 
Desert Strike 39.95/20.00 
Devilish 29.95/ 12.00 
Dick Tracy 24.95/ 12.00 
Dolphin 49.95/25.00 
Double Clutch 39.95/20.00 
Double Dragon 29.95/ 14.00 
Double Dragon 3  44.95/25.00 
Dragon's Fury 39.95/20.00 
Dungeon 

Master (CD) 44,95/22.00 
Dynamite Duke 24.95/ 10.00 
Earnest Evans 34.95/ 16.00 
EI Viento 34.95/ 16.00 


39.95/20.00 
39.95/20.00 
34.95/ 16.00 
39.95/20.00 


E. Hollyfield Boxing 
Ex Mutants 

Exile 

F-15 Stnke Eagle I 


F-22 Interceptor 29.95/ 12.00 
Fantasia 29.95/ 14.00 
Fatal Labyrinth 29.95/ 12.00 
Fatal Rewind 24.95/12.00 
Ferrari Grand Prix 29.95/14.00 
Fighting Masters  34.95/ 16.00 
Final Zone 24.95/10.00 
Fire Shark 24.95/ 10.00 
Flintstones 39.95/20.00 
Gaaget Twins 39.95/20.00 
Galahad 29.95/ 12.00 
Gaiares 24,95/ 10.00 
Gain Ground 24.95/ 10.00 
Galaxy Force || 24.95/ 10.00 
Game Genie 49 .95/30.00 
Gemfire 39.95/20.00 
George Foreman 

Boxing 39.95/20.00 


you will be pai 


Titles in /TAL/CS are newer and may or may not 


SEGA 
NESIS 


Ghouls 'N Ghosts _19.95/ 10.00 
Global Gladiators 39.95/22.00 


Golden Axe 19.95/ 10.00 
Golden Axe || 29.95/12.00 
Granada 24.95/ 10.00 
Great Waldo Search 44.95/ 25.00 
Greendog 34.95/ 16.00 
Growl 24.95/ 10.00 
Hard Drivin’ 24.95/ 10.00 
HardBall 24.95/ 10.00 
Heavy Nova 29.95/ 12.00 
Hellfire 24.95/ 10.00 
Herzog Zwei 24.95/10.00 
Hook (CD) 39.95/20.00 
Humans 39.95/24.00 
Immortal 29.95/ 12.00 
Indiana Jones 44.95/25.00 
Inxs (CD) 39.95/20.00 
James Bond 007 39.95/20.00 
James Pond | 29.95/ 12.00 
J. Capriati Tennis 34.95/16.00 
Jeopardy 44 .95/22.00 
Jewelmaster 29.95/ 12.00 
Joe Montana F/B 2 24.95/10.00 
John Madden '92 24.95/10.00 
John Madden '93 44.95/22.00 

Champ. Edition 69.95/40.00 
Jordan vs. Bird 29.95/ 14.00 
Ka Ge Ki 29.95/ 14.00 
Kid Camelon 34.95/ 16.00 
Killing Game Show 39.95/20.00 
King Salmon 44.95/25.00 
Kns Kross (CD) 39.95/20.00 
Krusty's Fun House 34.95/ 18.00 
Lakers vs. Celtics 24.95/10.00 
Leander 39.95/ 20.00 
Lemmings 39.95/20.00 
LHX Attack Chopper39.95/20.00 
Lightning Force 39.95/20.00 
Marble Madness 29.95/14.00 
Marky Mark(CD) —29.95/ 15.00 


Mario Lemieux Hcky 29.95/ 14.00 
Marvel Land 29.95/ 12.00 
Master of Monsters 39.95/20.00 


Mavrick 39.95/20.00 
Mercs 29.95/ 12.00 
Metal Fangs 39.95/20.00 
Micro Machines 44.95/25.00 


Midnight Resistance 24.95/ 10.00 


Might and Magic —39.95/20.00 
Might and Magic II! 49.95/30.00 
Mike Ditka Football 24.95/10.00 
Moonwalker 24.95/ 10.00 
Ms. Pac Man 29.95/ 15.00 
MUSHA 24.95/ 10.00 


fag ee Fighter 39.95/20.00 
NFL Sportstalk F/B 39.95/20.00 
NFL 


ortstalk 93 (CD)39.95/20.00 


NHL Hockey 24.95/ 10.00 
NHLPA Hockey '93 49.95/25.00 
Nighttrap (CD) 39.95/20.00 
Olympic Gold 39.95/ 16.00 
Outlander 39.95/20.00 
Outrun 29,95/ 14.00 
Outrun Europe 39.95/20.00 
Pacmania 34.95/ 16.00 
Paperboy 34.95/ 16.00 
PGA Tour Golf 34.95/ 16.00 
PGA TourGolf2 49.95/30.00 
Phantasy Star II 29.95/ 14.00 
Phantasy Star Ill 34.95/ 16.00 
Pigskin Fotball 39.95/20.00 
Pit Fighter 29.95/14.00 
Powerball 24.95/ 10.00 
Powermonger 44.95/25.00 
Predator 2 34.95/ 16.00 
Prince 

of Persia (CD) 39.95/20.00 
Pro Quarterback —39.95/20.00 
Quackshot 29.95/ 14.00 
Quad Challenge  29.95/ 14.00 
Railroad Tychoon 44.95/25.00 
Rampart 39.95/20.00 
Rastan Saga || 24.95/ 10.00 
RBI Baseball 3 24.95/ 12.00 
RBI Baseball 4 39.95/20.00 
Rings of Power 29.95/ 12.00 
Rise of 


BRE SoFTWARE 


Credit Card Orders: (209) 432-2684 Dept VG2 


\ | 
Wy 
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lo 

10.00 Bonus 
Receive a $10.00 Bonus when you sell back a Genesis or | 
Super Nintendo system with 1 or more controller and 3 or more 
Genesis or Super Nintendo cartridges. This coupon must be 
included with your cartridges. Not valid on previous buy backs 


or with any other offers. No copies accepted. Limit 1 coupon | 
per package. Cartridges must be received by Feb. 28, 1993. 


T 


the Dragon(CD) 39.95/20.00 
Risky Woods 39.95/20.00 
Road Rash 29.95/ 12.00 
Road Rash 2 49.95/30.00 
Road Riot 44.95/25.00 
RoadBlasters 29.95/ 12.00 
Rolling Thunder 2 29.95/ 12.00 
Rollo to the Rescue 39.95/20.00 
Romance of the Three 

Kingdoms 2 39.95/20.00 
Sagala 24.95/ 10.00 
Saint Sword 24.95/ 10.00 
wer Shark (CD) 39.95/20.00 
Shadow of Beast 2 39.95/20.00 
Shining Force 49.95/30.00 
Shining in Darkness 29.95/ 12.00 
Side Pocket 39.95/20.00 
Simpson's Bart vs. 

Space Mutants  39.95/20.00 
Slaughter a 29.95/ 14.00 
Slime Worl 39.95/20.00 
Smash TV 39,95/20.00 
Sol Deace 39.95/20.00 
Sonic Hedgehog 2 49.95/30.00 
Sorcerers Kingdom 44.95/25.00 
Space Invaders '91 29.95/ 12.00 
Speedball 2 24.95/ 12.00 
Spiderman 29.95/ 12.00 
Splatterhouse 2 34.95/ 16.00 
Sportstalk Baseball 39.95/16.00 
Star Control 29.95/ 14.00 
Star Odyssey 44.95/25.00 
Starflight 29.95/ 12.00 
Steel Empire 29.95/ 14.00 
Stee! Talons 44.95/25.00 
Storm Lord 29.95/ 14.00 
Street Smart 29.95/ 14.00 
Streets of Rage 24.95/ 10.00 
Streets of Rage 2 54.95/30.00 
Strider 24.95/ 10.00 
Strader // 44.95/25.00 
Sunset Riders 44.95/25.00 
Super Battletank  44.95/25.00 
Super Hang On 24.95/ 10.00 
Super High Impact 39.95/20.00 


Super Monaco GP 24.95/10.00 
Super Monaco GP 2 34.95/ 16.00 
Super Off Road 29.95/ 14.00 
Sup Thunder Blade 24.95/ 10.00 
Super Volleyball  24.95/10.00 
Super Wrestlemania 44.95/22.00 
Swamp Thing 39.95/20.00 
Sword of Vermillion 24.95/ 10.00 
Syd of Valis 39.95/20.00 
Task Force Harrier 29.95/ 14.00 
Tazmania 39.95/20.00 
Team USA Bball 34.95/ 16.00 
Teenage Mutant Ninja Turtles 

Hyperstone Hest 49.95/30.00 


Terminator 29.95/ 14.00 
The Duel 

Test Drive 2 39.95/20.00 
ToeJam & Earl 29.95/ 14.00 


Toki Going Ape Spit29.95/ 14.00 


Toxic Crusaders  34.95/16.00 
Traysia 34.95/ 16.00 
Twin Cobra 24.95/ 10.00 
Two Crude Dudes 34.95/16.00 
Ultimate Qix 29.95/ 14.00 
Uncharted Waters 49.95/30.00 
Universal Soldier 34.95/16.00 
Valis 29.95/ 14.00 
Valis Ill 24.95/ 10.00 
Vapor Trail 24.95/ 12.00 
Warriorof Rome 24.95/12.00 
Warrior of Rome 2 39.95/20.00 
Warsong 39.95/ 16.00 
Wheel of Fortune 39.95/20.00 


Where in Time is Carmen 
San Diego? 29.95/ 14.00 
Where in the World is Carmen 


San Diego? 39.95/20.00 
Wings of Wor 24.95/ 10.00 
Winter Challenge 24.95/10.00 
Wolf Child(CD) —39.95/20.00 


Wonderboy in M.W. 29.95/ 12.00 
Wonder Dog (CD) 44.95/25.00 
World Class 

Leaderboard Go/f 39.95/20.00 


. Cartridges 


Vis3 29.95/ 14.00 
Zombie High 39.95/20.00 
Actraiser 34.95/ 14.00 
Addam's Family  39.95/20.00 
Aerobiz 44.95/25.00 


Aliens vs. Predator 44.95/25.00 
Amazing Tennis  39.95/22.00 
AmericanGladiators 49 .95/30.00 


Arcana 39.95/20.00 
Axelay 39.95/20.00 
Bart's Nightmare 49.95/22.00 
Bat Man - Revenge 

of the Joker 49,95/30.00 
Battle Blaze 44.95/25.00 
Best of the Best  44.95/22.00 
Blazeon 44.95/22.00 
Blue Brothers 49.95/30.00 
Braines 49.95/30.00 
Bulls vs. Blazers 49.95/30.00 
Buster Bros. 39.95/20.00 
Cal Ripken Bball 49.95/25.00 
Castlevania IV 39.95/ 16.00 
Chester Cheetah 44.95/25.00 
Chessmaster 39.95/20.00 
Chuck Rock 49,95/22.00 
Clue 44 95/22.00 
Contra III 44.95/22.00 
Cool World 49.95/30.00 
che Spin 44 .95/25.00 

'ybermator 49.95/30.00 
D Force 39.95/ 18.00 
D. Sullivans Indy 49.95/30.00 
Darius Twin 37.95/20.00 
Deadly Moves 44.95/25.00 
Death Valley Rally 49.95/30.00 
Desert Strike 49.95/25.00 
Double Dragon 44.95/25.00 
Dragon's Lair 44.95/25.00 
Dragonstrike 49.95/30.00 
Drakkhen 34.95/ 14.00 
Dream TV 44.95/25.00 
Dungeon Master  49.95/30.00 
Earth Def. Force 44.95/25.00 
Equinox 44.95/25.00 
Extra Innings 39.95/20.00 
F Zero 39.95/20.00 
F1RO.C. 44.95/25.00 
Fables & Frends  49.95/30.00 
Faceball 2000 39.95/ 16.00 
False Prophet 44.95/25.00 
Final Fantasy 2 44.95/22.00 
Final Fantasy 

Mystic Quest 34.95/ 16.00 
Final Fight 39.95/ 16.00 
Firepower 2000 = 44.95/22.00 
Football Fury 39.95/22.00 
Game Genie 54.95/30.00 
Gemfire 54.95/35.00 
G. Foreman Boxing 44.95/20.00 
Goal 44 95/25.00 
Golden Empire 44.95/25.00 
Golden Fighter 44.95/25.00 
Great Waldo SearchA49.95/30.00 
Gunforce 44.95/25.00 
Harley's Humongous 

Aaventure 44.95/25.00 
Ht the Ice 49.95/30.00 
Hole in One Golf 29.95/14.00 
Home Alone 39.95/20.00 
Home Alone || 44.95/22.00 
Hook 49.95/30.00 
Hyperzone 34.95/ 14.00 
Imperium 49.95/25.00 
Inindo 49 95/30.00 
Jack Nicklaus Golf 39.95/20.00 
James Bond Jr 39.95/20.00 
Jeopardy 49.95/30.00 
Joe and Mac 39.95/20.00 
John Madden F/B = 34.95/ 16.00 
John Madden ‘93 44,95/22.00 
Kablooey 39.95/20.00 
King Arthur 49.95/30.00 


alif Res add 7.75% tax. No COD' 


~ GIN AN Ranic | 
' $10.00 Bonus '| 
Receive a $10.00 Bonus when you sel! back 5 or | 
more Genesis cartridges. This coupon must be 
included with your cartridges. Not valid on 
| previous buy backs or with any other offers. No 


copies accepted. Limit 1 coupon per package. | 
| Cartridges must be received by Feb. 28, 1993. 


Return this coupon with your next mail order (not valid on phone orders) 
| and receive $5.00 OFF your purchase. Please list alternatives when 
ordering by mail. This coupon is valid through February 28, 1993. If we | 
can't fill your order within 30 days, we will return your order, payment 
and this coupon to you. If times does not allow, you may not have a | 
second chance to use this coupon. The more alternatives you list for 
your primary selections, the faster and more likely we will be able to fill 
your order. No copies accepted. Not valid with any other offers. | 


~ $25.00 Bonus | 


| Receive a $25.00 Bonus when you sell back 10 or more Super | 

Nintendo cartridges or receive a $10.00 Bonus when you sell 
back 5-9 Super Nintendo cartridges. This coupon must be | 

| included with your cartridges. Not valid on previous buy backs 
or with any other offers. No copies accepted. Limit 1 coupon | 


| per package. Cartridges must be received by Feb. 28, 1993. 


ertised prices! 


King of Monsters 44.95/22.00 7erminator 49.95/30.00 
Krusty's Funhouse 39.95/20.00 7he Due/ 49.95/30.00 
Lagoon 39.95/20.00 Thunder Spirits 44.95/22.00 
Leg. Mystical Ninja 39.95/20.00 TKO Champ Boxing 39.95/20.00 
Lemmings 44.95/22.00 Jom & Jerry 44 95/25.00 
Lethal Weapon 49.95/30.00 Top Gear 44,95/22.00 
Magic Sword 44.95/25.00 Toxic Crusaders 44.95/25.00 
Mario Paint Toys 44.95/25.00 
with Mouse 59.95/30.00 Ultraman 34.95/ 16.00 
Mech Wamor 49.95/30.00 UN Squadron 39.95/20.00 
Metal Jacket 49.95/30.00 Uncharted Waters 49.95/30.00 
Mickey's Universal Soldier 49.95/30.00 
Mystical Quest  49.95/30.00 Utopia 44.95/25.00 
Might & Magic 59.95/35.00 Valis /V 44.95/25.00 
Monopoly 59.95/35.00 Vikings 49.95/30.00 
Musya 44.95/25.00 Waialae Golf 39.95/22.00 
NBA All Stars 44.95/25.00 Warpspeed 44.95/25.00 
NCAA Basketball 44.95/22.00 Wheel of Fortune 49.95/25.00 
NHLPA Hockey '93 49.95/25.00 Wing 2 Aces High 44.95/25.00 
N. Ryan Baseball 39.95/20.00 Wing Commander 49.95/30.00 
On the Ball 44.95/22.00 Wordtns 44.95/25.00 
Out of this World 49.95/30.00 World Leag. Soccer 34.95/16.00 
Outlander 44.95/25.00 WWF Steel Cage 49.95/30.00 
Overlord 44.95/25.00 Xardion 39.95/20.00 
Paperboy 2 39.95/20.00 Y'sill 39.95/20.00 
Pebble each Golf 44.95/22.00 Zelda Ill 44.95/20.00 
PGA Tour Golf 39.95/20.00 
Phalanx 39.95/20.00 Came Gear 
Pilotwin 95/20. 
Pitighter Saar: Aenal Assault 29.95/ 15.00 
Populous 94.95/12.00 Ax Battler 24.95/ 12.00 
Prince of Persia  49.95/25.00 Sat Man Returns 29.95/15.00 
Pro Quarterback — 39.95/22.00 Batter Up 24.95/ 12.00 
Pugsley’s Hunt —44.95/22.00 SerlinWalls_ == 24.95/ 12.00 
O Bert 3 44.95/25.00 Chakan 24.95/ 10.00 
Race Drivin’ 44.95/22.00 Chase HO 24.95/ 12.00 
Radio Fiver 44.95/25.00 Chess Master 24.95/ 12.00 
Raiden Trad 44.95/22.00 C/uck Rock 29,95/15.00 
Rampart 44.95/22.00 Clutch Hitter 24.95/ 12.00 
Robosaurus 49.95/30.00 Crystal Wamors _ 24.95/12.00 
Rocketeer 39.95/20.00 2 Robinsons Sup Ct24.95/12.00 
Rival Turf 39.95/20.00 Devilish 24.95/ 12.00 
Robocop 3 44.95/22.00 Donald Duck 24.95/12.00 
Robosaurus 49.95/30.00 Dragon Crystal 19.95/10.00 
Rocketeer 39.95/20.00 Evander Holyfield 
Rocky & Bullwinkle 44.95/22.00 _5oxing 24.95/10.00 
Rom. 3 Kingdoms 2 49.95/25.00 Eternal Legend 19.95/ 10.00 
Roundball 44.95/25.00 Fantasy Zone 19.95/ 10.00 
RPM Racing 39.95/20.00 Gloc 19.95/ 10.00 
Search Ultraforce 49.95/30.00 George Foreman KO24.95/ 12.00 
Shadowrun 49.95/30.00 Golden Axe 24.95/ 12.00 
SimCity 39.95/20.00 Halley Wars 19.95/ 10.00 
SimEarth 59.95/35.00 Joe MontanaF/B  19.95/ 10.00 
Skins Game 44.95/22.00 Junction 19.95/10.00 
Skuljagger 49.95/25.00 Miax 24.95/10.00 
Slapshot 44.95/25.00 Leaderboard Golf 24.95/ 12.00 
Smart Ball 39.95/20.00 Little Mermaid 29.95/ 15.00 
Smash TV 39.95/20.00 Marble Madness 24.95/ 10.00 
Soul Blazer 39.95/20.00 Ninja Gaiden 24.95/ 12.00 
Space Football  39.95/20.00 Olympic Golf 29.95/15.00 
Space Megaforce 44.95/22.00 Out Run 24.95/ 12.00 
anky’s Quest 44.95/22.00 Outrun Europe 29 95/ 15.00 
ecialT Shot 49.95/30.00 Pac Man 19.95/10.00 
idermat/X Men 49.95/30.00 Faperboy 24.95/ 10.00 
indizzy 44.95/25.00 Popils 24.95/ 12.00 
ot I 44.95/25.00 Mredator2 == .29.95/ 15.00 
Street Fighter ||  59.95/30.00 nce of Persia —29.95/ 15.00 
Strike Gunner 39.95/20.00 10 Baseball 24.95/ 10.00 
Super Adv Island — 39.95/20.00 Psychic World 19.95/10.00 
Sup Base Sim 1.000 39.95/16.00 Putt & Putter 24.95/12.00 
Sup Bases Loaded 34.95/16.00 Rastan Saga 24.95/ 12.00 
Super Batter Up 44.95/22.00 AC Grand Pnx 24.95/ 12.00 
Super Battletank  44.95/22.00 Revenge of Drancon 19.95/ 10.00 
Super Battletoads 49.95/30.00 Shinobi 19.95/10.00 
Super Bowling  44.95/22.00 Simpsons 29.95/ 15.00 
Super Combatribes 49.95/30.00 Smash TV 29.95/ 15.00 
Sup Ghouls ‘Ghosts 39.95/16.00 Sonic Hedgehog —19.95/ 10.00 
Super Goal 44.95/25.00 Sonic Hedgehog 2 29.95/15.00 
Super High Impact 49.95/30.00 Space Harrier 19.95/10.00 
Super Mario Kart. 49.95/25.00 Spiderman 24.95/ 12.00 
Super Mario World 29.95/12.00 Star Wars 24.95/ 12.00 
Syper NBA Bball 44.95/25.00 Streets of Rage 29,95/ 15.00 
Super Ninja Boy  44.95/25.00 Super Monaco GP = 19.95/10.00 
Super Off Road —_-39.95/20.00 cel Off Road —.29.95/ 15.00 
la) ion FB 39.95/20.00 
a iene eee oe Invaders 24.95/ 10.00 
Sup Soccer Champ 39.95/20.00 Tale Spin 29.95/ 15.00 
Super Star Wars 49.95/30.00 [az Mania 29.95/ 15.00 
Super Widget 49.95/30.00 Wheel of Fortune 24.95/ 12.00 
Super Wrestlemania 39.95/20.00 Wimbledon Tennis 24.95/12.00 
Superman 49.95/30.00 Woody Pop 19.95/ 10.00 
Tecmo NBA Bbai/ 49.95/30.00 
T.M.N.T. 4 39.95/20.00 
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be available. All Used Genesis, Game Gear, Game Boy, TurboGrafx 16, and Super Nintendo Cartridges must include box, instructions, cardboard inserts and any hint books that were included with the 
pay cash for Genesis, Game Gear, and Super Nintendo cartridges. We pay store credit only for TurboGrafx 16, Nintendo, Lynx, and Game Boy cartridges. All Used Ca 
subject to change without notice, most prices in this ad will be effective thru February 28, 1993. We reserve the right to refuse any sale or purchase. Allow 21 da 
refunds. For shipping, add $6.00 for the first cartridge and $1.00 for each additional. Alaska/Hawaii/APO double shipping charges. C 

q for our current price list. To receive prices in this ad you must include the ‘Dept. # from this ad on the OUTSIDE o 
about any of our policies, procedures or prices, please call. Dealers Welcome - Call or FAX (209) 


rtridges have a90 DAY WARRANTY and are subject to availability. Although all prices are 
s for personal checks to clear. Due to the nature of game cartridges, we are unable to give 
s. If we do not receive your package by 2/28/93 or your game titles are not listed in this ad, 
f your package. Include your Name, Address, and Phone Number on a piece of paper INSIDE your package. If you are unclear 


432-2599. Nintendo, Game Boy and Super Nintendo are registered trademarks of Nintendo of America Inc. We check for credit card fraud. 


To sell your 
cartridges 


1. Ona full sized piece of paper, 
write your name, complete 
address, phone number and a list 
of all the cartridges with the buy 
back prices you are selling. 

2. If you would like to purchase 
cartridges with the money or 
credit received, list the titles you 
would like to order on the same 
piece of paper. 

3. Pack your cartridges, all 
paperwork and bonus coupons in 
a box. Send the box to the 
address below. Be sure to 
include the ‘Dept #’ on the 
outside of your package. Ship 
your package by UPS or 
registered mail. 

4. Your check/credit slip will 
normally be mailed within 2-3 
working days of receiving your 
cartridges. 


To buy 
cartridges 


1. Ona full sized piece of paper, 
write your name, complete 
address, phone number and a list 
of all the cartridges you would 
like to order. To speed 
processing of your order, list an 
alternative for each title you are 
ordering. 

2. Calculate the total for the 
cartridges you wish to order, 
including shipping charges. 
California residents add 7.75% 
sales tax. 

3. Allow 21 days for personal 
checks to clear - send money 
order for fastest processing. 

4. Send your order to the address 
below. 


Send your Cartnages/Oraders to: 


BRE SOFTWARE 
Dept. VG2 
352 W. Bedford # 104 
Fresno, CA 93711 
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VG&CE offices sound like a World War 
Il flick. A constant barrage of gunfire, 
screaming wounded and shouts of 
achtung! filled the air—and that was 
just the editors fighting over who got to 
play next. This brutally violent update 
of one of the all-time classic Apple II- 
era computer games is fast-paced, loud 
and really bloody. With SS, zombies, 
German shepherds and all of the goose- 
stepping soldiers you could want, 
frankly, we were afraid to give the 
award to anyone else. 

HONORABLE MENTION: Gods (Konami) 
and Shadow of the Beast 3 (Psygnosis). 


BEST COMPUTER SIMULATION 

It was noted earlier how computer 
flight simulators tend to hog memory, 
hard drive space and processors while 
only delivering a polygon-filled product. 
Instead of going for efficiency, the 
designers of Comanche: Maximum 
Overkill, the Best Computer Simulation 
of 1992, took a different approach: 


Exploit the machine like crazy, but 
make it count. The result is a gorgeous 
helicopter simulator that makes the 
competition look like the original 
Microsoft Flight Simulator. Requiring at 
least a 386 SX processor and a whopping 
four megabytes of memory, Comanche 
delivers the most intense flight experi- 
ence on the market. 

HONORABLE MENTION: Pinball Dreams 
(21st Century Entertainment) and Secret 
Weapons of the Luftwaffe (LucasArts). 


BEST STRATEGY 

COMPUTER GAME 
The sight of little squares decorating a 
map is generally enough to send nonwar- 
gamers scrambling for the next King’s 
Quest adventure. Three-Sixty’s V for 
Victory—the Best Strategy Computer 
Game of the year—looks no different at 
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first glance. If nothing else, you might 
think, the Super VGA graphics make the 
playing pieces more discernible than any 
cardboard chips. 

But what makes V for Victory out- 
standing is the optional amount of player 
control. Those who simply want to stand 
on the battlefield and yell “Charge!” can 
set their forces on autopilot and let the 
“staff assistant” handle all of the dirty 
work. 

With additional scenario packs, as 
well as a spin-off set in the modern day 
Persian Gulf, Three-Sixty has established 
its role among the strategic elite. 

HONORABLE MENTION: Civilization 
(MicroProse) and The Incredible Machine 
(Dynamix). 


BEST ACTION-STRATEGY 
COMPUTER GAME 

The problem with too many strategy 
games is they let mathematical functions 
do all of the fighting. This wasn’t true in 
Accolade’s original Star Control and it 
certainly doesn’t apply to Star Control II. 
In the sequel, the player is the last free 
human starship commander, who has 
returned to Earth from a stranded 
colony, only to find beloved Terra 
enslaved by the Ur-Quan. With the aid 
of a single starbase, the gamer must 
rebuild a fleet, and this requires scour- 
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ing planets all over the galaxy for miner- 
als and life-forms. 

All the rare elements in the universe 
won't help the humans if their leader 
can't master the arcade battle sequences. 
Besides giant caterpillars and hairless 
apes, Star Control II features a dozen dif- 
ferent races—many of which wouldn’t 
mind blasting you to atoms. Fortunately, 
some feel the same about the evil Ur- 
Quan, so remember that diplomatic tact 
counts almost as much as arcade and 
strategic skills. 

HONORABLE MENTION: Out of This 
World (Interplay) and Theatre of War 
(Three-Sixty). 


BEST ADVENTURE COMPUTER GAME 

Guybrush Threepwood may have 
blown the pirate LeChuck into a billion 
pieces at the end of The Secret of 
Monkey Island (LucasArts), but a good 
villain—like a great design team— 
rarely stays silent for long. Ron 
Gilbert’s maniacal Caribbean creations 
are back in the Best Computer 
Adventure Game of the year, LeChuck’s 
Revenge—Monkey Island 2. 
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Brought back to life in his still-wrig- 
gling beard, LeChuck looks and smells 
even worse than he did the last time he 
terrorized trade in the West Indies. Not 
only do the inhabitants of Scabb Island 
refuse to give Threepwood any respect 
for his accomplishments, the pirate can’t 
even buy any since he loses his fortune 
within the first five minutes of play. 

LeChuck’s Revenge has all of the 
humor, violence and bodily fluids one 
has come to expect from Ron Gilbert. 
With all this and a puzzle-light mode for 
beginners, it’s more fun than the island 
spitting competition. Yes, 1992 was a 
good year for humor: Check out the 
Honorable Mention awards for more 
graphic laughs. 


continued on page 105 
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Fly In The Face Of Reality. 


. Whether you’re diving blind through fog to find a 
runway or loop-de-looping to save your tail, get your 

hands on VIRTUAL PILOT, the flight yoke that looks 

and feels exactly real... because it is. Designed by an 

» airplane builder, VIRTUAL PILOT flies any simulation or 

game that supports a joystick. Works with all IBM and compatibles. And you won’t have 


to fly halfway around the world to buy it. Just buzz your local store. 4 


VIRTUAL PILOT = 


970 Park Center Drive * Vista, CA 92083 * Phone: 619-598-2518 * FAX: 619-598-2524 
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This is a free reader service card. Tear it out and keep it with you as you go through this issue. You'll see a reader 


¢ 


service number accompanying most products reviewed or advertised. If you want free information on any of these, 


simply circle the corresponding numbers on the card and mail it in. 
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HONORABLE MENTION: Indiana Jones 
and the Fate of Atlantis (LucasArts) and 
Rex Nebular and the Cosmic Gender 
Bender (MicroProse). 


BEST ROLE-PLAYING 
COMPUTER GAME 
For the last several years, the Ultima, 
Might & Magic and Magic Candle series 
and all of the AD&D games came very 
close to obscuring any memories of Sir- 
Tech’s legendary Wizardry series. Not 
anymore. This year’s Best Role-Playing 
Computer Game, Wizardry: Crusaders of 
the Dark Savant, delivers everything it 
promised in our preview, and so much 
more. With three separate entry points to 
the game, Wizardry is finally out of the 
dungeon. 


M-GNOME 


Lost Guardia is barely large enough to 
contain all of the races, controversy, 
intrigue and science-fiction-flavored 
adventure David W. Bradley has created. 
Sci-fi? That’s right, anyone wanting to 
kill mad dogs and orcs should go else- 
where. These star-spawned races will 
occasionally talk, but are much better in 
combat. Dozens of spells, 11 races and 14 
classes should keep the fantasy fans 
happy 
adventure, it’s only the first in a planned 
trilogy. 

HONORABLE MENTION: Ultima 
Underworld: The Stygian Abyss (Origin) 
and Might & Magic: Clouds of Xeen (New 
World Computing). 


and, in case anyone exhausts this 


BEST SOUND INA 

COMPUTER GAME 
Frank Herbert’s Dune didn’t do too 
well at the box office, but the film’s 
instrumental soundtrack was far better 
than anyone could expect out of the bal- 
lad-heavy Toto. So, while the band had 
nothing to do with this game, it's some- 
how appropriate that Virgin’s Dune earns 


VG&CE’s award for Best Sound in a 


Computer Game. From the dark, fore- 
boding tones accompanying the palace 
intrigue to the understated melodies that 
play during ornithopter trips across the 
shifting sands of Arrakis, Stephen Picq’s 
soundtrack is always appropriate. One 
VG&CE nominator said that the music 
was “so good, you didn’t notice it was 
there,” and, considering the soothing yet 
unsettling nature of the sounds, Cryo 
should take that apparent contradiction 
as a compliment. 

HONORABLE MENTION: Ultima Under- 
world: The Stygian Abyss (Origin) and 
Mantis XF5700 Experimental Fighter 
(MicroProse). 


BEST GRAPHICS IN A 
COMPUTER GAME 
At first, LINKS 386 Pro doesn’t look 
that impressive—it’s not too hard to 


draw a field of green after all. But this 
impression fades the moment the golfer 
takes his first swing. No blurred or 
fuzzy digitizing here; this looks just 
like full-motion video. 
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LINKS 386 Pro really starts to shine in 
its special features: Windows can be arbi- 
trarily added or removed and the entire 
screen can be rearranged to suit a player's 
preference. Overhead shots can be 
zoomed in and out depending on how 
much of the course a player wants to see, 
and just about everything that could be 
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rotated will be. For those special shots 
that are beautiful for more than the 
graphics, LINKS provides an instant 
replay to watch them again and again. 
HONORABLE MENTION: Legend of 
Kyrandia (Virgin) and Ultima 
Underworld: The Stygian Abyss (Origin). 


MOST INNOVATIVE 
COMPUTER GAME 


The cost of developing computer 
games is rising exponentially, so it logi- 
cally should take someone with the bud- 
get of Electronic Arts, Virgin or 
MicroProse to come up with something 
truly innovative. Well, computers are log- 
ical, but the world isn’t, as shown by the 
Most Innovative Computer Game of the 
year, ID Software’s Wolfenstein 3-D. 


This first-person perspective game 
leads players through a Teutonic castle 
with such speed and ease that any spec- 
tators not controlling the action risk sea- 
sickness. Do you have an old, slow 
machine? No problem: Simply reduce 
the window size, and the program 
adjusts to keep all of the detail in the 
smaller space, speeding up the action. ID 
is starting to license the engine to other 
game developers, but the superior skill of 
the game’s original creative staff is clear, 
as the licensees haven’t quite learned 
how to prevent the screen from turning 
into a splattered mess of giant pixels. 
The marketing of Wolfenstein is also 
innovative: The game is shareware, and 
the complete version must be ordered 
directly from Apogee. No distribution to 
stores. No advertising. The only things 
selling this game are its strengths and a 
horde of dumbstruck journalists who 
keep throwing attention and awards at 
the game. 

HONORABLE MENTION: Comanche: 
Maximum Overkill (NovaLogic) A-Train 
(Maxis). = 
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IMPRESSIONS 
Version Previewed: IBM PC 


ORIGIN 


Version Previewed: IBM PC 
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DYNAMIX 
Version Previewed: IBM PC 
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MICROPROSE 
Previewed: IBM PC 
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BETHESDA SOFTWORKS 
Version: IBM PC ($69.95) 


A couple of years ago, Accolade 
released Day of the Viper, a sci-fi 
maze battle game that | played with 
obsessive abandon for weeks. Now 
Bethesda has decided to monopolize 
my time with The Terminator 2029. It 
takes sci-fi maze battling to new lev- 
els and makes my obsession with 
Day of the Viper look like a minor flir- 
tation. | started playing two days ago, 
and finally had to set an alarm to re- 
| mind myself to quit long enough to 
eat. | feel a little put out that | had to 
stop to write this review. 

The Terminator 2029 does not 
have many socially redeeming quali- 
ties or, aside from the name and a 
plot element or two, much connec- 
tion with the Arnold Schwarzenegger 
special-effects extravaganzas. What 
it certainly does have is a perfect bal- 
ance of mission, exploration and bat- 
tle, all melded into a Cyberpunkish 
nightmare world where you are, of 
course, the only hope for the sur- 
vival of mankind. Who needs socially 
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redeeming qualities when you can 
blast bad guys and save the entire 
universe? 

The premise of the game has you 
wearing sophisticated battle armor 
that provides you with (barely) 
enough firepower and protection to 
give you a fighting chance against 
terminators and the other weaponry 
guarding the malevolent Skynet. You 
are assigned specific, progressively 
more difficult, missions by the Resis- 
tance, and, if you succeed, you move 
on to the next mission. Too often, 
mission-oriented games start out at 
too difficult a level, but The Termina- 
tor doesn't make that mistake; | fin- 
ished the first mission in a matter of a 
couple of hours, the second in about 
twice that time and | have been work- 
ing on the third for much longer than 
| like to think about. What that tells 
me is that the game’s programmers 
and designers have done their job 
very well, drawing the player in grad- 
ually and increasing the difficulty only 
as the player is ready for it. 

The Terminator 2029 is very well 
done technically, too. The interface is 
seamless and easy to learn; | used the 
practice mode for about 20 minutes, 
went to the first mission and, by the 


|i 


time I'd been killed off a half-dozen 
times (about another 20 minutes), the 
game mechanics had become second 
nature. | do, however, have a couple 
of minor complaints. The game can 
be played either entirely with the key- 
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board or with a combination of key- 
board and mouse, but movement is 
only done with the keyboard. In a 
maze game, | prefer to move with the 
mouse; a clickable on-screen move- 
ment pad or other mechanism should 
have been provided. I’m also a little 
irritated with having to reselect my 
weaponry after getting killed off. Get- 
ting back into play after being killed 
off is fast, and | do realize that being 


able to reconfigure 
my weapons can 
sometimes make 
the difference be- 
tween success and 
failure in a mis- 
sion, but the game 
should retain the 
previous selections 
in case | don’t want 
to change them. 
Once into. the 
game, though, 
picking and using 
weapons is fast 
and easy (and a 
good thing too— 
things’ can <.get 
frantic all too 
quickly), and using the status, repair, 
auto-mapping and options functions 
is just as smoothly handled. What 
this adds up to is an interface that 
does not get in the way of playing 
the game. 


The 256-color VGA graphics are 
stylish, well-drawn and greatly en- 
hance the atmosphere of the game. 
The animation could have used a few 
more frames in places, but overall it’s 
more than acceptable. The intro music 
is good, and the sound effects are 
some of the best I’ve ever heard. The 
blasts coming through my stereo were 
substantial enough to feel, not just 
hear. (I’m surprised my neighbors 
didn’t call the National Guard to inves- 
tigate the battle going on in my house.) 

Good, fast-paced, arcade-style ad- 
ventures like The Terminator 2029 
have become a rarity in recent years, 
and |’m delighted that Bethesda has 
done one that is 
so well worth 
playing. Obvi- 
ously, The Termi- | 
nator 2029 isn't 
going to be to ev- 
eryone's. taste, 
nor is it for every- 


SHYNET HAS SET UP A GUNTOWER WEAR THE ENTRANCE TO THE COMPLEX. 
YOU HAVE TO DESTROY THE GUNTOWER TO ENTER THE LAB. YOU MAY WANT 


TO TRY SOME FUSION GRENADES. 
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one’s machine; the documentation 
strongly recommends at least a 20 
MHz 386 machine. The faint of heart 
and the slow of reflex should also 
probably try a different game, but, if 
you have enough computer horse- 
power and a proficient trigger-finger, 
The Terminator 2029 has more than 
ample rewards. Bethesda has been 
long overdue for a hit, and, as far as 
I'm concerned, it has one with The 
Terminator 2029. 
—Tom Malcom 
Bethesda Softworks 
1370 Piccard Drive 
Rockville, MD 20850 
(301) 926-8300 
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DYNAMIX 
Version: IBM PC ($49.95) 


Back when only Bruce Wayne could 
afford a home computer, budding en- 
gineers and tinkerers channeled their 
creative energies into a game called 
Mousetrap. The joy in Mousetrap lay 
not in winning the game but assem- 
bling the dozens of plastic pieces into 
an inefficient but visually stunning 
plastic creation. Unfortunately, Mouse- 
trap had only one configuration and 
limited experimentation. 

Far too many years later, Jeff Tun- 
nell’s new game The Incredible Ma- 
chine provides all of the excitement of 
Mousetrap with more tools, over 
eighty puzzles and even power over 
the forces of nature. 

The Incredible Machine is decep- 
tively dry and simple. Players are pre- 
sented with a single blue screen con- 
taining a number of objects and a 
goal. A sidebar contains additional ob- 
jects, not all of which are necessarily 
essential to complete the puzzle. Play- 
ers place the objects with the mouse 
and then ‘start’ the machine. This 
generally means making sure a ball is 
hovering above a mouse cage, a 
switch or a teetertotter. 

Tools include a variety of balls (in- 
cluding tennis, baseball and bowling), 
light bulbs, treadmills, guns, dynamite, 
trampolines and jack-in-the boxes. The 
tools aren't solely limited to mechanical 
objects. Players must also learn how to 
manipulate Pokey the cat. This means 
learning his behavioral responses: How 
close must mice be to entice him? And 
how soon will he devour the rodents? 
Are shattered fishbowls that much 
more enticing than ones containing a 
swimming (rather than suffocating flop- 
ping) fish? Dying fish may upset animal 
rights activists, but many of the puzzles 
involve saving the animals, including 
deflecting bullets in the gunfight be- 
tween Pokey and the goldfish. Similarly, 
the monkeys will ride their exercycles 
as long as they can see a banana, but 
drop anything on their heads and 
you've lost your engine. 

What makes The /ncredible Ma- 
chine deserve its name is not its sim- 
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plicity but its subtleties. Play- 
ers will soon come to the sci- 
entific deduction that things 
“feel right,” as if this is how 
the objects would behave in 
nature under identical condi- 
tions (animals and explo- 
sives excepted). This ex- 
plains why The Incredible 
Machine unfortunately tends 
to crawl on slower ma- 
chines. The program is con- 
stantly checking the objects 
to make sure everything 
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works in accordance with the laws of 
physics (at least as Tunnell has pared 
them down). There’s some serious 
math going down here. 

Physics? Engineering? Math? Hold 
on, don't stop reading! All you need to 
know is the relative weights of objects 
like bowling balls and _ tennis 
balls—and which direction gravity 
pulls objects. The Incredible Machine's 
assortment of puzzles contains 
enough challenge for anyone who 
proudly wears a pocket protector as 
well as the ultimate in bubble-headed 
fairy tale fans. 

Graphics are clean yet detailed, and 
the music from puzzle to puzzle is 
more varied than in any recent release 
that even uses the sound as a major 
selling point. 

In case any budding Newton 
breezes through the puzzles, The In- 
credible Machine also has a free-form 
mode that allows not only use of all 
tools but the manipulation of gravity 
and air pressure. Add to this official 
contests for homespun puzzles and 
add-on disks with even more chal- 
lenges, and The Incredible Machine 
most likely becomes the puzzle game 
to buy in 1993. And remember, this is 
only the February issue. 

—David S. Moskowitz 
Sierra On-Line 
40033 Sierra Way 
Oakhurst, CA 93644 
(209) 683-4468 
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You destroyed 2 mines, Captain Nemo. Score 470 
You sank 2 destroyers, sir. \Timer 0500 |4 = . 
Depth charges! Light damage Captain Nemo ‘Ships 24 Auxiliary 
Your supply ship was sunk by gunfire! Level 5 Snr Ols 
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Game Created by: Captain Byte's Bit Shop 
Box Artwork by: Josh Stigers 
Computer Artwork by: Steve Laveirge 
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sensitive mines -- snag a 
ne ) y grave. Send out your 
frogmen for some demolition work. 

Watch your resources! With only two supply ships, 
you'll have to be careful. Use them unwisely and you 
may find yourself sinking helplessly towards an 
implosive end. 

SubVersion™ is a challenging balance of strategy 


and tactics. With 10 levels and over 300,000 combi- 
- hations of gameiplay, SubVersion is sure to provide 
you with hours of destroyer-bashing fun. 


Available for Macintosh and compatible machines. 
Coming soon for IBM PCs and other computer 


systems. 


See your local retailer or call: 


Point Of View Computing, Inc. 
5050 Edison, Suite 221 
Colorado Springs, CO 80915 
T19 S91 5320 


Copyright © 1992 Captain Byte's Bit Shop. All rights reserved worldwide. 
SubVersion is a trademark of Point Of View Computing, Inc. 
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Dune Il 
WESTWOOD STUDIOS/VIRGIN 
Version: IBM PC ($59.99) 
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Back in the October '92 issue, when 
| reviewed the original version of 


Dune, | called it one of 
1992's most exciting 
computer games. 
Dune was a visually 
striking hybrid of ac- 
tion/strategy and ad- 
venture that captured = 
the very essence of |"+" "Si 

the novel and motion 
picture. 

While Cryo (the 
software development 
house that created 
Dune) was completing 
finishing touches on 
the original game, 
Westwood Studios 
had already begun 
piecing together the 
sequel. Rather than a 
sequel, Dune // seems 
to be more of a co-re- 
lease. It doesn’t take 
place before or after 
the first Dune, and no 
mention is made of 
many of the game’‘s 
previously existing 
characters. Also, the 
story line deviates 


military system. 


I am the Mentat, Radnor. 
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These buildings produce the light infantry, which are 
some of the most important fighting units in our 


from the first game 
in that there are 
three great Houses 
(Atreides, Harkonnen EX 
and Ordos) that are 
ordered to Dune by 
the emperor, to com- | 
pete against each 
other both in battle 
and spice production 
for control of the planet. 

Dune II has very little in common 
with the first title, especially in the 
graphics arena. A 
more heavy-laden 
strategic focus has 
been placed on the 
game. Gamers start 
out by selecting one 
of the three Houses to 
rule. Each of the 
Houses has a Mentat. 
| (For those who are 
not familiar with the 
movie or novel, Men- 
tats are human com- 
puters that are used 
as advisers by the 
rulers of the different 
Houses.) The Mentat 
offers information 
and suggestions on 
buildings, structures, 
military vehicles and 
other items. Your 
Mentat will also in- 
form you of the cur- 
rent mission’s objec- 
lives and. spice 
production quotas. 

Game play is pre- 
sented from an over- 
head perspective. A 
main window dis- 
plays the current 
viewing position and 
immediate playfield, 
which is part of a 
larger map that is 
shown in a secondary 
window on the lower 
right of the screen. 

Each of the game’s 
levels starts off with a 
single factory and 
predetermined 
amount of credits. 
Using those funds, 
you must build a 
spice production facil- 
ity and military base 
wherefrom you 
launch attacks against 
the other Houses. 


F HIND TRAP 


House Ordos was originally formed by a group of 
insecure wealthy families, and has evolved into a 
powerful cartel that is driven by a lust for credits and 
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NAME: UNKNOWN 


Terrain exploration is also an im- 
portant part of the game. Enemy loca- 
tions and spice caches must be lo- 
cated in order to succeed. The more 
spice retrieved, the more credits you'll 
get to build and buy armaments. 
Though retrieving spices and earning 
credits for them is a major part of the 
game, the main objective is the mili- 
tary conquest of the two other Houses 
to win control of Dune. 

The game’s graphics and sound 
are not as good as in the first Dune, 
but Westwood has placed the em- 
phasis more on game play rather 
than its aesthetics. The play control 
mechanism is clean an not overbear- 
ing; a simple point-and-click system 
is employed. 

Conclusively, Dune // is an excellent 
action-strategy game that wins high 
points in game play, but falls short of 
its predecessor's achievements in cer- 
tain areas. 

—Mike Davila 
Virgin Games Inc. 
18061 Fitch Ave. 
Irvine, CA 92714 
(714) 833-8710 
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GAMETEK 


Version: IBM PC ($39.95) 


Grab your loincloth and spear and 
watch out for dinosaur droppings: The 
Humans, GameTek’s comic puzzle 
game, is here. 

Evolution wasn’t easy, and puzzle 
games are difficult to create as well. 
To begin with, the puzzles must be in- 
tricate enough to hold the interest of 
the seasoned problem solver without 
alienating the novice. Secondly, to at- 
tract a wide audience, the game must 
be fun—and fun to look at. Psygnosis’ 
Lemmings succeeded admirably in 
both cases, and it went on to become 
(one of) the biggest-selling puzzle 
games ever. Now The Humans, which 
asks the player to direct the evolution 
of a tribe of Stone Age humans, tries 
for the same appeal. The Humans ulti- 
mately fails to fully engage the player, 
however; for, while its puzzles are fre- 
quently challenging, the game is often 
repetitive and static. 

In The Humans the player must 
guide a tribe of humans through more 
than 50 levels. On each level, the 
player must use a set num- 
ber of tribe members and 
objects (spears, torches, 
ropes, wheels) to move at 
least one tribe member to a 
given destination on the 
screen within a set time 
limit. Bushes and man-eat- 
ing dinosaurs impede the 
tribe’s efforts. Both the time 
limit and the number of hu- 
mans provided vary accord- 
ing to which of the three dif- 
ficulty levels is chosen at the 
beginning of the game. 

Each level presents a vari- 
ation on the classic platform- 
game screen: Vertical move- 
ment is achieved by ladders, 
ropes or human pyramids, 
while tribe members can 
move horizontally from plat- | 
form to platform with the 
help of bridges or ptero- 
dactyls, or by using a spear fi 
as a vaulting pole. The 
player controls one human 
at a time, orchestrating his 


actions in order to complete each 
level. In the later levels, the tribe may 
have access to a witch doctor, who can 
transform humans into needed ob- 
jects. One of the most wicked plea- 
sures of The Humans is the magical 
transformation of man into a torch, 
spear or wheel. 

The Humans’ graphics are funny 
and especially good for a relatively 
static puzzle game. The game screens 
range from winter landscapes to 
swampscapes, and the animated se- 
quences are excellent, ranging from 
man-swallowing dinosaurs to humans 
who hop in pain when their toes are 
run over by a wheel. The music is per- 
fectly acceptable, though it can even- 
tually become annoying and is easily 
turned off. 

The puzzles themselves are often 
challenging, but the real enemy is the 
clock, especially at the higher difficulty 
levels, and herein lies one of the great- 
est flaws of the game. Movement in 
the game is very slow, and, as each 
human is controlled separately, it is 
often necessary to repeat an action 
several times in a row (e.g., vault from 
one platform to the next, throw back 
spear, switch human, pick up spear, 
vault, throw, switch, etc.). If several 
such actions are required on one level, 
this can be very frustrating. These 
long, repetitive movements drain 
much of the fun from The Humans. 
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Lemmings succeeded largely because 
it combined constant action with solid 
puzzles; the lack of speed and the 
repetitiveness of The Humans should 
limit its appeal. Puzzle lovers should 
find this game amusing and challeng- 
ing, others should bypass this corner 
of the evolutionary map. 

—David N. Eadington 


Game Tek 

2999 NE 191st St., Suite 800 
N. Miami Beach, FL 33180 
(305) 935-3995 
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WaxWorks 
HORRORSOFT/ACCOLADE 
Version: IBM PC ($59.95) 
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Horrorsoft’s instant success in the 
computer-gaming horror field was 
brought about by Elvira and Elvira II: 
The Jaws of Cerberus. Carrying on its 
tradition of pixelized decapitations, 
mutilations and coagulated blood, 
Horrorsoft introduces its latest en- 
—deavor, WaxWorks. 

- Accurse has loomed over a family’s 
history for years, laid down by a pun- 
ished witch. For each set of twins born, 
one child would belong to darkness 
and the other to light. i. ee 
And now the curse | 
has taken its toll : 
again, this time with 
you and your twin ps 
brother, who has dis- Ma 
appeared to fulfill his 
destiny as the evil 
“other half.” Using 
lincle Boris’ wax- 
works scenes, you'll 
travel to Tour distinct |. 
locations in your family’s history to dis- 
pose of the evil twin within that time. 

The atmosphere is decidedly differ- 
ent in nature for each of the four wax- 
works. Victorian-era London and its 
search for Jack the Ripper is different 
in graphics and content from an aban- 
doned mine shaft, which is complete 
_ with mutated plant men and a setting 
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that looks like a 
4 spoof of B horror 
movies. 

It's no wonder 
ey then that Wax- 
| Works relies so 
little on actual 
|} text and NPC in- 
teraction to de- 
liver the horrify- 
ing feel. It’s safe to say that Horrorsoft 
wanted to deliver sheer horror (and af- 
termaths of grotesque violence) 
through pictures alone, as the small 
amounts of conversation and scenic 
descriptions do nothing to induce 
spine-tingling sensations found in 
good horror novels. There's certainly 


Reus wrong with this, it just should 


be noted by any 
prospective buyer 
#] that horror, at least 
i in this game, is a 
fi graphical feast, not 
| a prosaic journey. 

WaxWorks plays 

in similar fashion to 
Elvira tl, Using a 
large window to 
serve as the player's 
eyes into the world, 
} with a separate in- 
j ventory screen that 
occupies the bot- 
tom of the screen. 
How you go about 
interacting with the 
various locations is 
fairly straightfor- 
ward; to grab an 


Vip—EoOGAmES & ComputTeR ENTERTAINMENT 


item, click on its image in the view win- 
dow and select the take icon. If an item 
you're carrying can be used in the im- 
mediate area, select it from your inven- 
tory and a special command will appear 
detailing the specific action that may be 
performed with the item. 

But it’s here that WaxWorks’ inter- 
face shows signs of inconsistency. 
Some items are used through a sepa- 
rate command that appears on-screen, 
while other items require a “click-and- 
drag” technique to take effect (which 
isn't completely explained in the man- 
ual). Add to this the lack of feedback 
from the program whenever some- 
thing doesn't seem to work: Instead of 
a message along the lines of “You 
cant do that,” or “That item doesn’t 
work here,” you're greeted with abso- 
lutely nothing, making it difficult to de- 
termine whether the item you're trying 
to use is the wrong one or whether 
there's anything to be done at all. 

WaxWorks, though a little less than 
intuitive with the interface, is probably 
the best yet from Horrorsoft. It fills the 
void when it comes to computer-gam- 
ing horror, and, with a saturation of 
more fantasy and science-fiction 
games than ever before, a small vaca- 
tion to the macabre displays of the 
waxworks might be the break you've 
been looking for. 

—Danny Han 
Accolade 
5300 Stevens Creek Blvd., Suite 500 
San Jose, CA 95129 
(408) 985-1700 
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Mega lo Mania 


UBI SOFT 
Version: IBM PC ($49.95) 
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Already a cult favorite in Europe, 
UBI Soft finally brings its fast-paced 
strategy war game to U.S. shores. 
Players weary of just another “god 
sim” are in for a pleasant surprise. 

Despite slight similarities to Elec- 
tronic Arts’ PowerMonger, this one- 
player contest is wholly original and 
ultimately more playable. The design- 
ers deftly combine the best elements 
of a strategic board game with brisk, 
real-time action. Add an intuitive 
player interface, audacious humor and 
lively special effects, and you've got 
the makings of a 
game with broad ap- 
peal and long-last- 
ing challenge. 

Players assume 
the role of a power- 
hungry god, battling 
up to three rival 
computer deities for 
control of a new 
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planet. Each team com- 
mands a race of people, 
and you must build the ma- 
chineries of war to wipe 
out the competition. Battles 
are fought on a series of 27 
islands, divided into nine 
groups of three. Each 
group, called an Epoch, 
must be conquered before 
moving on to the next, 
more challenging set. Only 
the most tenacious players 
will make it to the 28th is- 
land for the final “Mother 
of All Battles,’’ dubbed 
Mega lo Mania. 

As the game progresses, so must 
your army’s weapon and defense Ca- 
pabilities. Each Epoch automatically 
moves the player up the technological 
ladder, from 9500 B.C. to the year 2001 
A.D. and beyond. Begin with primitive 
sticks and stones, slowly advancing to 
bows and arrows, Can- 
nons, machine guns, bi- 
planes, jet fighters, nu- 
clear missiles and laser 
weaponry. 

Game play revolves 
around building in- 
creasingly better 
weapons to defend 
your base and wipe out 
the enemy. This re- 
quires the skillful allocation of 
men to gather natural re- 
sources, manufacture the de- 
signs, defend your property 
and fight the battles. Assign 
too many in one area, how- 
ever, and another falls behind. 
Neglect manufacturing, for ex- 
ample, and your soldiers soon 
run out of weapons. Create too 
many soldiers, and there’s no 
one left to mine resources or 
fill production needs. 

Making matters worse, 
each team is allowed only 100 
men per Epoch, to be dis- 
persed sparingly among the 
three battles. Winning re- 
quires expert task and re- 
source management, along 
with a willingness to take 
risks. There’s also a bit of 
diplomacy involved, as play- 
ers can request temporary al- 
llances to defeat stronger ad- 
versaries. Some save-game 
passwords are available, but 
only at the very beginning of 
each Epoch. 
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The action unfolds at a fever pitch, 
gaining momentum the further you 
advance. An icon-based user interface 
allows you to quickly view, move and 
manipulate elements under your con- 
trol. One of the game’s best features is 
the way it integrates digitized voices 
to communicate with players. “Er- 
gonomically terrific!” shouts a tiny 
voice upon completion of a design. 
“Tower critical!’’ warns another, 
prompting your immediate attention. 
This also allows you to multitask sev- 
eral assignments without constantly 
monitoring their progress. 

The graphics are terrific, especially 
in the later stages of the game. The 
sight of tiny people armed with ma- 
chine guns, or zipping around in air- 
planes, will keep you in stitches. Con- 
versely, the game’s only shortcoming 
is its limited playing surface. Islands 
range in size from two to 16 sectors, 
or one screen per sector. When three 
or four armies compete, the land- 
scape becomes horribly crowded. All 
the necessary conditions are present 
for aggression. 

Mega lo Mania offers a dazzling 
blend of fast action and challenging 
strategy not to be missed. 

—Scott A. May 
UBI Soft 
1505 Bridgeway, Suite 105 
Sausalito, CA 94965 
(415) 332-8749 
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Amazon: 


Guardians of Eden 


ACCESS 
Version: IBM PC ($59.95) 
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When the people at Access aren’t 
out surveying golf courses for LINKS 
386 Pro, they spend their 
time pushing the limits of 
computer hardware in 
the adventure-game 
arena. Amazon: Guar- 
dians of Eden is the latest 
game from Access, and it 
takes full advantage of 
the best computer graph- 
ics and sound hardware 
available today. 

Amazon is a cinematic 
adventure set during 
1957 in the deepest jun- 
gles of the Amazonian 
rain forest. The game fea- 
tures giant ants, rope 
bridges, insane scientists, 
lost villages and, of 
course, scantily clad 
Amazon women—all the | 
makings of a classic MPY 
American “B” movie, or Mit 
something we’d see on |g 
the USA cable network 
after midnight on a Fri- 
day night. 

In addition to the out- 
standing graphics, Amazon features 
full-motion video screens accompa- 
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nied by digitized speech. These 
little movies pop up within the 
adventure as the player runs 
into the game’s puzzles. 

Great graphics demand great 
sound, and Amazon doesn't dis- 
appoint there either. Access de- 
veloped Real Sound, a patented 
sound system that offers decent 
sound from any standard inter- 
nal PC speaker, and major 
sound cards are also supported. 
With a Sound Blaster or compat- 
ible board, the game 
offers a MIDI sound- 
track in addition to 
digital sound effects 
and human speech. 

The bare minimum 
requirement for the 
game is a 286 IBM PC 
running at 12 MHz 
with 540K RAM, but a 
386 IBM PC running at 
33 MHz with an SVGA 
graphics card is rec- 
ommended. Amazon 
comes on seven high- 
density 3.5" floppy 
disks, and the game 
requires over eight 
megs of free hard 
drive space. Also in- 
cluded is an excellent 
manual that hand- 
4 holds a new gamer 

through game configu- 
| ration, even explaining 
boot disk creation, 
should the game re- 
quire more memory 
than is currently available on the 
player’s computer. 
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Amazon features all the standard 
adventure game controls: walk, look, 
take, speak, etc. Some of the game’s 
puzzles are time dependent and many 
are quite challenging, so be prepared 
to die quite often. (Death is usually 
pretty gory and shown in full-motion 
video, accompanied by an appropriate 
sound.) 

What if you get stuck? There’s no 
need to order a hint book, since the 
game comes with an extensive and 
very welcome on-screen help menu! 
The player starts the game with 170 
“help points.” Each time help is con- 
sulted, points are deducted and the 
player’s score drops. The hints can be 
purposely vague or they can all but 
give away the solution. The better the 
hint, the more you pay. 

Amazon is lots of fun and quite 
comical; it borrows heavily from 1950s 
sci-fi and jungle movies. More than 
once | found myself laughing when 
my character slipped up and died a 
gruesome death—that’s all part of the 
game’s atmosphere. 

Amazon is a clear winner. The puz- 
zles are involved and do require some 
patience, but the on-screen help en- 
sures that the game won't be too easy 
or too hard, regardless of the player's 
experience. 

—Peter T. Szymonik 
Access Software Inc. 
4910 W. Amelia Earhart Drive 
Salt Lake City, UT 84116-2837 
(801) 359-2900 
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MLSA 
Version: IBM PC ($39.95) 


Your goal in Action Sports Soccer is 
to guide the Manchester United Foot- 
ball Club to victory in one of three 
United Europe Football Association 
tournaments. The 
game features over 
170 actual European 
teams and rosters, 
with some players 
whom you may see 
here in the U.S. dur- | 
ing the upcoming 
World Cup. 

The game uses an 
icon menu system to 
set its various options. 
You can set the real- 
time length of a | 
match, adjust the skill | 
levels of players from | 
both your team and | 
your opponent's, align | 
your players in differ- | 
ent strategic forma- 
tions and monitor a ! 
variety of statistics 
over the course of a 
tournament. 

Tournaments can 
be saved after any 
match, and up to 
seven different tour- 
naments can be 
stored at any one { 
time. In between tour- 
nament matches you 


can play a friendly exhibition 
match, useful when trying to 
determine which formation 
may be more effective against 
a pending tournament foe. 

Action Sports Soccer 
should really be _ called 
Manchester United vs. Eu- 
rope, since all tournament 
play assumes you will control 
the Manchester squad. You 
can elect to control the oppos- 
ing team in any match, but 
this is of little value as knock- 
ing Manchester out of the 

~™ tournament effec- 
fm tively ends the 
game. Even a two- 
player exhibition 
match requires one 
of you to be Manch- 
ester. | found that 
the inability to select 
a team other than 
Manchester for tour- 
nament or exhibition 
play quickly limited 
the game's appeal. 

Action Sports 
Soccer is a visually 
attractive game. The 
icons are beautifully 
detailed and the 
graphics of the play- 
ers and field are 
bright and colorful. 
The game scrolls 
from side to side 
smoothly but can be 
jittery when moving 
diagonally. The ani- 
mation lacks the de- 
tail usually found in 
today’s computer 
games, with players 
that seem to glide 
across the field 
rather than run. 
Goals and the is- 
suance of penalty 
cards provide the 
only variety in ani- 
mation. 

This game is typi- 
cal of software im- 
ported from Europe 
in that it only uses 
one of the PC’s two 
joystick fire buttons. 
Consequently, the 
game requires a 
convoluted series of 
joystick movements 
J when executing any 
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of the “skill” shots, and there is no 
way to manually select a different 
player on defense. While the joystick 
controls are marginally playable, the 
keyboard controls are horrendous. I'd 
like to meet the genius who decided 
that the Z, X, R and D keys should be 
used to move a player left, right, up 
and down the field. 

The game features some nice Ad 
Lib compatible music during the selec- 
tion screens, but during actual game 
play all sound effects are relegated to 
the PC speaker. What little there 
is—the ref’s whistle and the kicking of 
the ball—sounds fine, although the 
crowd is noticeably silent. 

Action Sports Soccer is a good- 
looking game hampered by poor 
playability. If U.S. software publishers 
are going to keep importing games 
from countries where the port to the 
PC is an afterthought, they should take 
it upon themselves to improve the 
play mechanics before releasing the 
game here. A little effort by Micro- 
League, who bills itself as “The Super- 
stars in Sports Simulations,” would 
have produced an excellent soccer 
game for this country’s most popular 
personal computer platform. 

—Jeffrey Tschiltsch 
MicroLeague Sports Association 
2201 Drummond Plaza 
Newark, DE 19711-5711 
(302) 368-9990 
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| positively ache for this game. It is 
one of the most engrossing games 
I've played in months, but it’s spoiled 
by low production values. Discovery 
falls in that twilit region between 
commercial and public domain grade 
software; it has definitely crossed the 
line into the commercial, but looks 
decidedly amateurish. Sad to say, we 
_live in a world where, if looks aren't 
everything, they’re most of it. Discov- 
ery has a heart of gold, but it’s hard 
to see through to it. 

Ostensibly, Discovery is a simulation 
of Columbus’ voyage, timed, no doubt, 
to cash in on last year’s 500th anniver- 
sary of his expedition to America. In re- 
ality, it’s an obsessively playable sys- 
tem simulation along the lines of 
SimAnt and Populous, with a little Rail- 
road Tycoon thrown in for good mea- 
Sure. It isn't as good as any of those, 
but, if the developers bring in a good 
artist/animator and a sound program- 
mer, their next release could be. 

The game begins with the player 
going to the bank, buying ships and 
then sending them out either to ex- 
plore or to trade. Once a ship finds 
land, you establish a port and begin 
building a colony. You 
can send out more than 
one. ship, though || 
found things quickly 
got out of control trying 
to keep up with more 
than two. or three. 
There is so much to 
keep track of—finances, 
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building, morale, competitors, na- 
tives, trade and so on—that buying 
and sending out ships requires care- 
ful timing. 

There are several variations on the 
game, such as playing until there’s 
only one survivor, winning by having 
the most money and winning by find- 
ing El Dorado. Discovery has also 
achieved some staying power by not 
limiting itself solely to 
Columbus and the 
Americas. There are 
four other worlds in- 
cluded to explore and 
colonize. 

The play engine is 
terrific and the interface 
is smooth, easy to use 
and entirely mouse- 
driven, but Discovery has big prob- 
lems with the graphics, animation 
and sound. The graphics are crude, 
and the animation artless. There are a 
couple of decently drawn interlude 
screens, but the main play screen is 
flat, with sky occupying the top third 
and a representation of ocean or land 
in the lower part. Perspective is ap- 
parently an unknown concept to the 
designer. Ships and people move up 
and down in total defiance of the 
laws of gravity. It looks inept. The 


sound effects 
aren't much bet- 
ter, with a pause 
often present be- 
fore the appropri- 
ate sound. Better 
programming or 
more skillful sam- 
ple editing could 
easily have fixed this. | also have a 
quibble with the sea battles, which 
take far too long and are too simplis- 
tic and repetitive for the amount of 
time they consume. 

If I'd never played another simula- 
tion, | would have thought Discovery 
was one of the best games ever. | have 
played other simulations, though, and, 
when compared to the likes of SimLife 
or Civilization, it comes off a couple of 
generations behind the times. Despite 
its serious flaws, | do recommend Dis- 
covery; it plays so well that I’m willing 
to forgive it and keep on exploring and 
colonizing. 


—Tom Malcom 


Impressions 

7 Melrose Drive 
Farmington, CT 06032 
(203) 676-9002 
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LIGHT MASTER 


Lightweight, sturdy construction. 

Dual os ensure proper illumination. 
innovative design allows changing of 
games without removing Light Master. 
High quality —— lens permits 
clear, distortion free viewing. 


Only $15.99 at a store near YOu! 


So fed Rechargeable Battery Pack 
For n Game Boy™ 


Recharges from sun using a built in solar panel. 
Rechargeable over 500 times. 

Stores power for up to 8 hours of gameplay. 
Great for camping, car, train, and plane trips. 
Works anywhere in the world, on any Game Boy™ 
Recharges in 5-8 hours on a sunny or cloudy day. 


Only $39.99 at a store near YOU! 


Ke 
Rechargeable over 500 times. 
Recharges in 5 hours. 
Stores power for up to 4 hours of gameplay 
on Turbo Express and up to 6 hours on Atari Lynx. 
Can be used as an AC adapter when 
plugged into wall socket. 
Only $44.99 at a store near YOU! 


Rechargeable over 500 times. 
Recharges in 5 hours. 

Stores power for up to 8 hours 
of game play. 

Comes with AC adapter & 

built in Amplified Sound Booster. 


Only $29.99 at a store near YOU! 


SeLAR BOY 


a 


1491 Boston Post Road, Old Saybrook, CT. 06475 This 
To order call 1-800-466-6828 . 
(203)388-6741 Or Fax (203)388-0084 Mionth's 

What Can You Get For Free? Lots Of Stuff At UGC! - 
1)The shipping is free! (On orders over $200.00) S pec la 
2)The membership is free! (Entitles you to specials & discounts) 
3)The subscription to our very own Beyond Gaming magazine is free! 
4)The sales tax is free! (Except in Connecticut) Ch akan 
5)The Ultimate Hint Book is free! (On orders over $100.00) JThhe Forever Man 


6)Rare Japanese magazines are free! (On orders over $200.00) : 
7)The MegaDrive Adapter is free! (When you buy 2 MegaDrive games) For Genesis 


8)The PC Engine Adapter is free! (When you buy any PC Engine game) On ly $49 GQ 
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Task Force 1942 


MICROPROSE 
Version: IBM PC ($69.95) 


SOUND/MUSIC 


GRAPHICS 


OVERALL 


12345 6 7ee9 | 


In the year 1942, some of the blood- 
iest naval surface battles in modern 
history were being waged between 
American and Japanese naval forces 
in the southern Pacific. Today, 
MicroProse gives war gamers a 
chance to relive those harrowing bat- 
tles and assume the role of the brave 
men who fought in them with the re- 

lease of Task Force 1942. 

__ After selecting which side to fight 
on—either Japanese or American— 
players can then choose from a variety 
of historical missions, a campaign op- 
tion and a mission creator, which al- 
lows customized engagements to be 
created. The eight historical missions 
are taken directly from World War II 
naval history, with all of the correct 
ships and captains used in the actual 
engagements. 

A plethora of real-world variables 
are available, including the ability to 
toggle on and off friendly fire, dud tor- 
pedoes, poor visibility, incorrect 
enemy sightings and crew fatigue. 
Even the firing of ship’s guns is mod- 
eled on real-world data, with shells 
arcing through the sky on ballistically 
correct trajectories. 

Although Task Force 1942 supports 
both daytime and nighttime missions, 


120 ¢ FEBRUARY 1993 


1234567 810 
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the latter are especially im- 
pressive. During nighttime 
battles, ships are briefly illu- 
minated by the firing of 
guns and exploding shells. 

All of the ships used in 
Task Force 1942 are 3-D, 
solid-filled objects modeled 
with a surprising amount of 
detail: Gun turrets turn and 
fire, black smoke billows 
from stricken vessels and 
white, foamy wakes follow 
the passage of each war- 
ship. Static pictures are ren- 
dered in a style very remi- 
niscent of early color 
television, with muted, soft- 
edged colors that success- 
fully evoke a visual feel for 
the period. Sound and 
graphics are well done, in- 
cluding the chugging of 
ships engines and the firing 
of guns and torpedoes. 

Only gun-toting surface 
ships are simulated in Task 
Force 1942; fans of World 
War Il submarine combat 
should look to MicroProse’s 
Silent Service Il for gaming 
enjoyment. MicroProse is working on 
a companion simulation to Task Force 
1942 that focuses on carriers, tenta- 
tively titled Flattops, which is slated 
for release sometime this year. 

Task Force 1942 is not without 
problems. Game play is a little slow 
on slower 386 machines, although 
owners of faster machines shouldn't 
have any problems. Managing a col- 
umn of warships in hostile waters 


under the cover of 
darkness can be 
quite a challenge; 
although the inter- 
face is well-de- 
signed and intu- 
itive, novice gamers 
will be in for a short 
and bewildering trip 
to Davy Jones’s 
locker during the 
first few missions. 

In summary, 
Task Force 1942 is 
one of the most in- 
tricately detailed 
and exhaustively 
researched simulations ever produced 
by MPS Labs. Instead of giving in to 
market pressure to create a game that 
would appeal to a much wider audi- 
ence, MicroProse focused its efforts 
on creating a specialized simulation of 
a short—but decisive—period of time 
in World War Il, going for detail and 
accuracy rather than diluting the com- 
plexity of the game for the largest pos- 
sible gaming audience. If you are look- 
ing for a gritty, challenging simulation 
of ship-to-ship ocean surface combat 
in World War Il, Task Force 1942 has 
the goods. 

—Jeff James 

MicroProse 
180 Lakefront Drive 
Hunt Valley, MD 21030 
(301) 771-1151 
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SeaeeetPe tect Sherres 


GAME GALLERY 


NEW & USED ae GAME SYSTEMS AND SOFTWARE 
INTENDO « SEGA 

Quality Service — Cash Paid for Used Merchandise 

Reasonable Prices on New and Used Items. For Catalog, 

Send $1.00 (Refundable with order) Game Gallery ¢ 

5495 McDaniel Rd * Box 278 * Rembert, SC 29128 
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CASH FOR BRAND NEW G 


- TRADE IN * 
YOUR OLD GAMES FOR NEW! 
NINTENDO, S-NES, GENESIS » BUY, SELL, TRADE 


SPIKE'S mere: 
RECYCLED GAMES|537-GAME 
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DONTE CAMES; 


602 SA 
ABLO AVE. 
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Game Converter 
Sega Genesis™ / 
MegaDrive Converters 


gS $15.00 %%, 
RS Super Nintendo™/ %? 
Super Famicon Converters 
£0 ¢t0™ § 15.00 7 
Universal Game Converter™ 
(for Evrope Only) = § 16.00 
DEALER PRICING AVAILABLE 


SURI TECHNOLOGY 


FREE LISTING 


89617) 731-3865 Se 
Suite 125 
21Linden St. ° Wollaston, MA 02170 & 
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JAPANESE GAMES ** JAPANESE GAMES « JAPANESE GAMES 


CIRCLE #149 ON READER SERVICE CARD. 


GAME DEVELOPMENT 
POSITIONS NATIONWIDE 


To work on CoinOp, CD, or 
16-bit cartridge projects. 
Must know micro-assembler 
68000 coding a big plus. 
Salary $25K to $100K 
CONTACT: JOSEPH BRZOSKA 
Professional Employment 
150 N Wacker Dr #1020 
Chicago, Il., 60606 
Voice: 312-346-4300 
FAX#: 312-346-3133 
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*VIDEO CONSOLE 
*SNES, MD, GB, GG, N-G 
; *JOYPAD, CONVERTOR 
Dont Pay ay Retail! | *VIDEO ACCESSORIES 
owe Speculiae in | *JAPANESE MAGAZINES 
Super Nintendo & Genesis. *80486 SYSTEM 

Software at Wholesale club prices! *MULTI-MEDIA 

() JANUARY SPECIALS 3 *SOUND/VIDEO CARD 
*MOUSE, SCANNER 
*COMPUTER ACCESSORIES 
*HARDWARE SOFTWARE 


SPECIAL * LOW ¢ PRICE 
DIRECT * FROM ¢ ASIA 


eNEW GAMES 


eCABLE, ADAPTOR 
¢CD-ROM & GAMES 


RTB COMPUTER 


RM 802 HANG PONT COMM. BLDG. 
31 TONKIN STREET 
KOWLOON, HONG KONG 


1000's of titles eee 
in all formats 
e In's! 
We take trade-in's with your order! 
Ask for Details 
Wholesale Inquires Welcome. 


(800)366- -GAME 


sono four site #3 Sete CA 05 TEL:(852) 7284803 
i 
Mon. -Sat. 9 A.M. -6 P.M. PST FAX:(852) 3876066 


CIRCLE #151 ON READER SERVICE CARD. CIRCLE #152 ON READER SERVICE CARD. 


O KEEP YOUR bicauxs O F 


VideoGames 


& Computer Entertainment® 


COMING REGULARLY, 
Don tt FORGET To SEND 
ft BAN GE OF ADDRESS TO: 


VideoGames 


& Computer Entertainment 
PO. Box 16927 
N. HoLtywoop, CA 91615 


818-760-8985 


he Ancient Art of War in the 

Skies is a well-designed and ad- 

dicting war game, one that you 

can play at a strategic or tactical 

level—or, usually, a combination 

of both. However, although the 
computer can handle the details of tacti- 
cal combat, you'll probably have a bet- 
ter chance of besting your opponents if 
you learn to handle these tasks person- 
ally. For that reason, before starting any 
of the campaigns, you should spend 
time in the training section, learning to 
dogfight and to accurately drop bombs. 
These skills are essential to your mas- 
tering the game. 

Once you've mastered the tactical 
portion of the game (or at least become 
reasonably skillful), you’re ready to start 
your first campaign, where you must 
consider the game's strategic ele- 
ments. First, examine the campaign 
rules carefully. A comparison of your 
and your enemy’s abilities will suggest 
a Starting strategy. For example, if the 
enemy’s factories can produce planes 
faster than yours, you should concen- 
trate on disabling as many of his facto- 
rie€S as you can, before they get a 
chance to churn out a force too power- 
ful to deal with. 

After examining a campaign’s rules, 
give the overview map the same atten- 
tion. This map shows the starting place- 
ment of both armies’ capitals, factories, 
towns, supply depots, forts, cities and so 
on. It also shows the front lines and how 
the area depicted in the scenario has 
been divvied up between you and your 
opponent. The placement of these loca- 
tions, obviously, must dictate your strat- 
egy. For example, in the aforementioned 
plane factory scenario, once you've de- 
cided that you need to go for your oppo- 
nent's factories (based on the campaign 
rules), the overview map will show you 
where those factories are located and 
how you can best use your air force to 
destroy or capture them. 

Deciding whether to destroy or cap- 
ture an enemy's location is an important 
decision. In the plane factory example, 
you could better equal the odds if you 
captured as many factories as possible, 
rather than just destroying them. This 
way, they could produce planes for you. 
Look for enemy locations near the front 
lines, and then use your bombers to 
push the front lines back past the loca- 
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tions you want to capture. Enemy loca- 
tions far beyond the front lines should be 
destroyed by your bombers, since it’s un- 
likely that you'll ever reach them. 

And speaking of bombing, try to send 
a full squad of three bombers ona 
bombing attack. It’s difficult to com- 
pletely destroy a target zone with less. 
Also, use the bomber’s recon photo to 
carefully plan your attack route. For ex- 
ample, your first bomber may want to 
concentrate on clearing a way for the 
rest of the squad, taking out antiaircraft 
guns, as well as main targets. Then, the 
rest of the squad can safely clear re- 
maining targets. Remember, too, that a 
single bomber can make many ap- 
proaches on the same target zone. 
Sometimes it’s advantageous to fly just 
over the border of the target zone, bomb 
an easily accessible target and immedi- 
ately leave the area in order to approach 
it from a different direction. 

Use your bombs judiciously. Because 
most bomb-target sites are far from your 
airfields, never leave a target zone with- 
out dumping all your bombs (unless the 
plane is badly damaged, and you don’t 
dare send the plane back in). It'll take 
you a long while to get back to your air- 
field, reload and go back to finish the job. 
In fact, by the time you get back, the tar- 
get may have been fully repaired. Also, 
carefully target your bomb drops so that 
you can take out as many targets as pos- 
sible with a single load of bombs. The 
better your aim, the more damage you 
can do in one attack. 

Finally, remember that the bombers 
are not aS maneuverable as fighters. 
It's always a good idea to send fighters 
along with bombers, so you can protect 
the valuable bombers from enemy at- 
tacks. However, it’s even more impor- 
tant that you leave enough fighters at 
home to defend your own important lo- 
cations, especially your supply routes, 
cities, factories and, of course, your 
capital. Defeat comes quickly to com- 
manders who leave their homeland 
open to attack. 

By mastering both the tactical and 
Strategic elements of The Ancient Art of 
War in the Skies, you'll be a pilot extraor- 
dinaire—a hero to both your men and the 
folks at home. Remember: It’s up to you 
to keep the democratic world safe from 
the ambitions of those who would tear it 
down. Happy bombing! 
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Novices should spend a lot of time in the training area, You can control your aircraft using a mouse, joystick or 

learning to dogfight and bomb precisely. the keyboard. Try all types of controls. Some may work 
better than others in different situations. For example, 
dogfights seem easier with a mouse, whereas bombing 
runs need the extra precision of the keyboard. 


In dogfight training, fancy maneuvers are every bit as im- 
portant as accurate shooting. 


PRESS ANY KEY TO CONTINUE. 
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Bombing runs are especially difficult to master, since you To be a successful bomber, learn to accurately position 
must skillfully pilot your plane while timing your bomb your plane over important targets. 


drops to the second. 
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FUN,FUN,FUN!! 


A peaceful life in quiet Chinaland was suddenly thrown into 
disaster, after the Universal Peace Conference was over. The 
Emperor's concerns kept growing until Jack and Ryu decided to 
go out and settle the problem. The places they visited during their 
expedition were:Chinaland, M eryland, Fairyland and Future- 
land. The more they advanced, the more suspenseful it became. 
What they found out was a devastating plot. 

There are loads of exciting action, cool items, neat vehicles, great 
attacks, and magic spells available. They are all yours to blow 
adversaries out of the way of the once peaceful Chinaland. 
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FOR ALL GAME PLAYERS 
FROM BEGINNERS TO 
EXPERTS!! 


OPERATION MODES ARE AVAILABLE. 


ETE LEE EL AEE LE DEE A TN 


HIRYU NO KEN SYSTEM WAS 


2). EXCITING FIGHTING 


CONTROL 3). COMMAND BATTLE STYLE. ANIMATION WV ODE FOR CORRECTED 


SHORTCOMINGS ANDO U 
-_ > ia iene iat 1 ACT AIT NOT SYSTEM 
PLAYERS WHO WANT TO ENJOY THE STORY. 4). AND LAST BUT NO HIGH-LEVE 
a roe tf Tr oO oN A AC CANO NECCRcAT ap ae ENJOY 
ERS CAN HIS GAN MAS FUuUN DIFFEREN . MODES. Ai OVER 


LEAST. VS TOURNAMENT MODE WHERE EIGHT PLAY S 
PARTICIPATE FIRST, YOU CAN ENJOY EXCITING ATTACKS MOLES 
AND ARE NOT REQUIRED TO DEFEND YOUR- 
SELF IN FAGHTING MODE SECOND, EXPERT 
MODE FOR FIGHTING MANIACS. IT’S GOT JOINT 
TWSTING, OVERTURNING, COMBINATION TECH- 
NIQUES AND MUCH MORE THE FIRST VIDEO 
GAME THAT LETS YOU PLAY A FULL SCALE 
FAGHTING GAME! FOR BEGINNERS ANO THOSE 
PEOPLE WHO ENJOY THE STORY, THERE |S YOU CAN ENJOY EXCITING FIGHTS 
COMMAND BATTLE STYLE. ANIMATION MODE. 

ANO VS TOURNAMENT MODE THAT LETS UP WITH SIMPLE OPERATIONS. , 
HT PEOPLE PARTICIPATE ITS A SUPER STIRRING FIGHTING MATCHES J 

SHT PEOPLE PARTICIPATE. IT'S A SUPER Ls a tay MF FIGHTING 
TECHNIQUES CAN BE PLAYED WITH 
SIMPLE BUTTON OPERATIONS! EVEN 
BEGINNERS CAN ENJOY THE FULL 
SCALE FIGHTING ACTIONS! 


THE FIGHTING GAME HAS FINALLY COME THIS FAR! THE 
ULTIMATES 150 TECHNIQUES! 


T HAS GOT YOUR BASIC TECHNIQUES. LIKE PUNCHING AND 

KICKING. ALONG WITH THROWING. FINISHING AND ALSO 
THE NEW FEATURE, OVERTURNING TECHNIQUE IS AVA LABLE? OUR 
OWN SYSTEM REPRODUCES OVER 150 DIFFERENT TECHNIQUES 
THAT HAS ALL ELEMENTS OF FIGHTING SKILLS! A F GHTING GAME 
THAT IS NOW CLOSEST TO PERFECTION! 
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STORY MODE HAS A POWERFUL ENEMIES 700! 


MYSTERIOUS ENEMY THAT HAS SUPERHUMA 
SKILLS ‘ H FS SUPER QUICK 
ANDO ; 
FLYING 
WHEN YOU FIN fe RICE! ARTE AT A ATS ER ICES 
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STORY MODE |S MUCH MORE FUN 
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D TN FICHT PLAYERS CAN PARTICIPATE IN THE OUR 
P IU bn LAYERS LA OTA LU c | r Vo U — a — 
NAMENT MODE T FIGHTING ACTIONS. COM 
RE THAN 150 TEC ES OR YOU TO CHOOSE TYLE, ANIMATIO 
MOR HAN 15 ECHNIOL ARE AVAILABL Un Y U URAK TY ae JON 
FROM OF COURSE S A THE FLYING 
. c c ov TMS co minccic ne 17 D oomM l NJOY THE 
YOU CAN ENJOY THE GAME BY YOURE WITH YOUR GOO0 \ THEM ANO DAR 
FRIENDS PUSH THE START BUTTON! LETS SEE WHO IS GOING TO EEN FROM THE DEAD 
ENDS. PUS START BUTTON Let ott 0 (IS GOING IU N 


WIN THE TOURNAMENT 


CULTURE BRAIN™, ULTIMATE FIGHTER™, SUPER NINJA Gletends) er Suavenr 
BOY™. FIGHTING SIMULATOR 2 inl FLYING WARRIORS™ NEON ae ere eae ee nae OFFI. SEALS ARE eS @ 


and NINJA BOY 2™ are trademarks of CULTURE BRAIN USS. NINTENDO OF AMERICA INC 
A. INC. All nights reserved. C1991 NINTENDO OF AMERICA INC 
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Are these really 
for Game Boy® !7! 
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MD ON DINOSTAR, MECHA COLONY, KING'S PLANET 
3 "NINJA BOY2"™, ANOTHER GREAT ADVENTURE BURST INTO 
SPACE! 

JACK AND RYU WENT ON A SPACE TRIP WITH THEIR 
PALS, WHERE THEY CAME ACROSS THE GALANDS 
FIERCE PIRATES OF SPACE. WHAT THEY ARE AFTER 
IS CONTROL OVER THE UNIVERSE WITH THE 
MIGHTY POWER OF 7 TREASURES. RIGOROUS BAT- 
TLES AROUND THE TREASURES BREAK OUT WITH 
YOU IN PART OF THE ACTION AGAIN!! 


IT’S LIKE 2 GAMES IN ONE CARTRIDGE! 
IS THIS REALLY ON THE GAME BOY? 

YOU CAN PLAY VARIOUS KINDS OF CON- 
TACT SPORTS: IN FIGHTING SIMULATOR 
MODE ONE OR TWO PEOPLE CAN PLAY, OR 
IN THE FIGHTING ACTION GAME MODE, MANY 
FEATURES LIKE SIDE SCROLLING ACTION, 
AND COSMC SAUCERS ARE AVAILABLE. 
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Warner Bros., a Time Waxner Entertainment Company © 1992. All Righ 
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1992 Ocean Software Limited. Ocean is a régistered 
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